
INTERNATIONAL EDITION: IN THIS ISSUE WE PRESENT 63 GAMES

THE GAMES JOURNAL
www.gamesjournal.at

ISSUE 480 - JUNE 2015
ISSN 0257-361X

Volume 39



OUR REVIEW uMMM!

2 ISSUE 480 / JUNE 2015 www.gamesjournal.atColor codes, target groups, features, icons and GABIS are
explained on page 5 and at the bottom of pages 46 and 47

All mice on the cover of the box seem a bit 
excited, which is no surprise as guests have 
announced their visit and you need to feed 
them; unfortunately, the inevitable cat is 
on her way to the pantry and threatens to 
sabotage the feast. Therefore players must 
cooperate in collecting food and take ev-
erything away before the cat reaches the 
pantry. 

On the double-sided board both sides 
show a path for the cat to the pantry, eleven 
steps in both cases, and pictures of bread, 
fish, cheese, carrots and zucchinis of differ-
ent sizes, that is, partitioned into two to four 
squares on the easier side of the board and 
two to five squares on the more difficult 
side of the board.

You choose a board - depending on the 
composition of your group - and the active 

player takes all three dice; each dice shows 
each of the five food types and one red X. 
The active player rolls all three dice and then 
all players decide together how to imple-
ment the result of the roll. You must place 
at least one die to achieve a valid roll and 
you may place all three dice, if possible, be-
cause of course you cannot place a red C. If 
you place one or more dice, you place each 
one on one square of any food of the cor-
responding type. Then you can re-roll dice 
not placed and must again be able to place 
at least one die, and so on. 

After each roll, you can decide to stop and 
to remove food. To do this you take back 
the dice and replace them with a mouse 
chip. However - and this is the drawback - if 
you were not able to remove the last bit of 
a piece of food in a turn, the cat advances 
one step towards the pantry. Mouse chips 

that you could place during this turn stay in 
place in the food squares. 

If you cannot place a die after a roll, regard-
less if is the first roll ore a re-roll of dice, the 
cat also advances one step towards the pan-

try and you cannot remove food beneath 
a die or dice that you might have already 
placed in this turn, that is, you cannot place 
mouse chips in this turn.

If you manage to cover all food squares with 
mouse chips before the cat enters the pan-
try, all players have won together.

As is only to be expected from a game by 
Reiner Knizia, he did not make it easy for us 
to be perfect hosts - you need dice to roll 
you way. You can try different strategies - fill 
the small pieces of food first to ensure that 
the cat does not move at all and then hope 
for lucky rolls for filling the big pieces. Or - 
and this could be necessary for the more 

VISITORS FOR MICE

MMM!
CHEESE AND CARROTS FOR TEA

A cooperative game just as it should be - you must make 
a real effort to win, but you can win it, provided the dice 
decide to cooperate, too!

Dagmar de Cassan
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40 Lines for Meeples 
Dagmar de Cassan, Editor -in-Chief

For many years new we have organized our 
Game Designer’s Meeting, and since three 
years we organize the Game Designer Com-
petition. The winning game is published each 
year and is available at Essen and Vienna Fairs 
for a donation to our Spielecharity. This will be 
the case again this year.
That our initiative for game designers is suc-
cessful can be judged from the fact that this 
year there are eight games that have been 
designed or illustrated by Austrian designers 
or artists, this is a first!
Please join our efforts and get interested in 
games that are the work of Austrian desig-
ners, we not only have great musicians and 
authors, our game designers show strong 
signs of life, too.
Another word on the Games Award: All in 
all 15 games were awarded “Spiele Hit”, as 
always in our target groups of “Children”, Fa-
milies”, “Friends” and Experts”, and of course 
the main award “Game of Games - Spiel der 
Spiele” and “Griffin Scroll”.
In our data base LUDORIUM you can find all 
prize-winning games.
Take a look and find games that you are mis-
sing in your collection, 
http://www.ludorium.at
If you like our WIN? Until we have caught up 
with our delay, we do not accept new subscri-
bers! The reading is free for all our visitors,
http://www.gamesjournal.at. 
Our Games Companion GAME BY GAME 2015 
is available, 
http://www.gamescompanion.at þ

difficult side of the board - you deliberately 
accept the cat advancing one step to par-
tially fill big pieces of food in preparation for 
completing them. In addition, if you would 
like to try it, there is even a more difficult 
version in which you must place all dice of a 
turn on squares in the same row or column 
of the board. 
 
Mmm! is a very nice cooperative game and 
that you do not win each game is what you 
expect from cooperative games; debating 
the optimum use of the dice is fun - for me 
it is interesting to see how vastly opinions 
can differ! Yum-yum for Mmm!, a very well 
working and attractive family game with 

rules that are quickly explained and provid-
ing a high replay value! þ

Dagmar de Cassan
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INFORMATION
Designer: Reiner Knizia
Artist: Andreas Resch
Price: ca. 20 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

Cooperation, dice placement
Users: For families
Version: multi
Rules: de en
In-game text: no

Comments: 
Good cooperative mechanism * Enchanting 
design * Simple rules * High replay value

Compares to:
All dice placement games with continue-or-
stop mechanism

Other editions:
Currently none

EVALUATION

M
y 

ra
ti

ng
:

PLAYERS:
2-4
AGE:
5+

TIME:
20+
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“The dangerous days of the gold fields live 
again 
in this tale of a ghostly hotel … 
that suddenly becomes very VALUABLE!
Donald Duck (looking behind into the room, 
shivering):
‘Now there’s nobody left in the hotel but 
US DUCKS and the ghosts!’
Huey, Dewey & Louie (while climbing down a 
rope, out of a hotel room window):
‘You mean there’s NOBODY left but the 
GHOSTS!’”
Carl Barks, “Uncle Scrooge – Mystery of the 
Ghost Town Railroad”, U$ #56

Two teams chase in “The Phantom Society” 
through the corridors of a posh Scottish 
hotel. More specifically, they roam through 
the various rooms and destroy not only fur-
niture or wallpaper, no, entire parts of the 
building fall victim to their actions! One of 
the teams sees this destruction as their task 
- the team of the four ghosts who love to in-
flict as much damage as possible. The mem-
bers of the other team, the Ghost Hunters, 
are here to track down the mischievous 
spirits and prevent them from laying to ru-

ins the whole hotel. After all, they were sum-
moned by the proprietress for the purpose 
of assistance and protection. Apparently, 
though, the self-proclaimed exorcists like 
demolishing as much as their targets, at 
least in the end there is not much difference 
in the outcome: a destroyed room is and re-
mains a ruined room!

“The Phantom Society” is a strategic tile-lay-
ing-and-removing game. The game compo-
nents comprise: the Hotel, represented by a 
game board, assembled from of two folding 
parts; 36 room tiles in four colors with dif-
ferent values; four (round) ghost tokens of 
(the same) four colours. In addition to the 
rules of the game, the box also comprises 
two sets of eight cards. These cards show 
the Ghost Hunters (surprisingly, there are 
nine of them in all - one card depicts two 
of them) and are only required in a tourna-
ment variant (“Master Game”). But, anyway, 
they are very pretty. 

 “The Phantom Society” works best when 
played by four players and is probably also 
the most fun with this number of play-

ers, but three can play almost as well - one 
player plays the hunters, two play the ghost 
masters with two ghosts each, the hunter 
plays every hunter turn to equal the two 
ghost team turns each round.

All players together (whether two, three or 
four, in special situations maybe even five 

or six players, always split in two groups of 
hunters and ghosts) place the room tiles 
into the 36 slots in the hotel game board. 
After this set-up, the Hunters close their 
eyes (or turn around or leave the room – 
whatever the gaming group thinks appro-
priate) and the Ghost team places their four 
protagonists beneath four room tiles in cor-
responding colours. The aim of the Ghosts is 
to inflict the highest possible damage. 

This goal is achieved by destroying rooms, 
which must be situated adjacent directly, 
orthogonally or diagonally, to the hidden 
Ghosts. For this purpose, the room tiles, 
showing undamaged interiors, are flipped 
over to their reverse side. This reverse side 
shows an image of extreme devastation in 
the same room; the value of which (vary-
ing from £ 1.000 to £ 6.000, presumably this 

SCOTLAND, THE BRAVE … AND SPOOKY!

THE PHANTOM SOCIETY
GHOST-HUNTING IN A HOTEL

The Happy Hunting Grounds transferred into a quite 
different setting: Chase the spirits or tease the Ghost Hun-
ters – either way, it is great fun combined with deductive 
challenge in this game of French origin.

Martin, Martina und Marcus
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GAMES BUYER INFORMATION SYSTEM - GABIS

STRUCTURE
Each game review also features an evaluation which can 
help you to find the game that best suits your tastes. The 
color accompanying each game title represents the USER 
Group. The headline also contains icons for age and number 
of players.  
The BAR in the evaluation box displays color codes for up to 
10 features of a game.

USER GROUP
We have defined 4 target groups (color accompanying the 
head line)

Kinder: 
Games for children an educational games. Adults can play 
in a guiding function.
Familien: 
Children and parents play together, all have the same 
chance to win and have fun.
Freunde:  
Young people and adults play together as equals
Experten:  
Games with special demands on rules and playing time. 
Especially for game geeks

Please note for the user groups Children, Family and 
Friends: Children who love to play can be ahead of their 
peers! Please note that our target group “families” does not 
imply the classical concept of „family games“! Furthermore, 
our user groups can overlap. The choice of suitable games 
always depends on your playing partners and your fun 
with games!
Games that are especially eligible for Solo play or for 2 play-
ers or Large groups of players are marked with an icon.

FEATURES
Each game targets preferences for different features in a 
player, therefore each game is not suitable for each player. 
We have listed 10 features players note when deciding 
on a game. Only if a player finds his preferred features in 
a game he will enjoy the game. The color code marks the 
dominant features. Educational games train the highlighted 
preference.

Empty boxes: This feature is neclectable or not present 
One colored box: This feature is present, but not essential
Two colored boxes: This feature is present and important 
in the game
Three colored boxes: This feature is dominant and essential

 Chance:
The game is influenced by dice, cards or any other form of 
random generator

 Tactics: 
Take decision, short-term planning, planning based on 
one move

 Strategy: 
Think ahead, long-term planning, planning for several 
moves

 Creativity: 
The player has to provide words, phrases, images and other 
creative efforts   

 Knowledge:
Cultural and educational knowledge, long-term memory

 Memory: 
Remember, learn by heart, short-time memory

 Communication: 
Talk to each other, negotiate, inform

 Interaction: 
Influencing each other, bluffing, auction

 Dexterity
Motor skills

 Action:
Body movement, balance and reaction

ADDITIONAL INFORMATION
Version: The edition of the game on which the review is 
based
Rules: This lists the languages in which rules are available or 
are included in the game, often even more translations can 
be found on the web.
In-game text: A YES marks a game with language-
dependent components that cannot be played without 
translation or knowledge of the language

being the value of the room before being 
vandalized or the cost to repair the damage 
in the room) is printed on both sides. The 
aim of the hunting party is to prevent the 
ghosts from devastating the hotel, that is, 
stop them before they have achieved a pre-
arranged amount of damage (game rules 
suggestion: £ 45.000). 

To get there, the Ghost Hunters (three of 
them are female, by the way, if you will be-
lieve the portraits on the cards) must find 
the hidden ghosts and thereby end their 
rampage. The Hunters, too, turn over the 
room tiles, thus also ruining ye good ole 
building. However, the value of the rooms 
in which the ghosts are hidden does not 
add to the sum of damage. If the hunters 
are lucky, they will discover the four oppo-
nents before that amount is reached. Then 
they are the winners. In any other case, the 
ghosts, probably giggling eerily (players’ 
choice), win the match.

In a certain sense, “The Phantom Soci-
ety” is a successful mix of “Memory” and 
“Draughts” with no pieces moved; instead, 
the spaces (room tiles) are removed. It is im-
portant (for the ghost players) to remember 
exactly the hiding place of the ghosts and 
to devastate the rooms in a way that the 
hunters do not get wise to soon whence 
the destructive spook has its origin, that 
is to say, where the respective spirit token 
is hidden. The Ghost Hunters on the other 
hand should not hesitate to “investigate” 
expensive rooms, provided they expect the 
discovery of a poltergeist there. Each ghost 
detected cannot cause any additional dam-
age. Moreover, hunters do not have to enter 
rooms of the same color as the found-out 
troublemaker – remember: a ghost token 
may only be hidden beneath a room tile of 
the same color.

Quick and easy to learn, this game is pretty 
much fun. For designer Frédéric Colom-
bier it is his debut as a game author. Hervé 
Marly, co-designer, has worked with Bruno 
Faidutti before, according to Wikipedia. 
Spartan game components and a very 
reasonably designed box (slots for cards 
and tiles, even recesses for the pins of the 
game board halves) even help cleaning up 
at the end of playing. The rules booklet is a 
bit problematic, though. Although concise 
(8 pages) and easy to understand, we had 
the impression that either in the translation 
from French into English something went 
wrong, or the publishers decided on some 
changes in the last minute without adjust-
ing the rules accordingly. For example, four 
game board pieces to be put together are 
mentioned – there are in fact only two 
halves and nothing is missing. The rules for 

a three player game are described some-
what vague. But these are merely trifles. 
However, the description of the use of the 
character cards seems a little strange: only 
needed for a variant called “Master Game” 
– making bids for being either hunted or 
hunter –, they are quite unnecessary. 

We did do very well without it. Maybe there 
is already a bande dessinée / graphic novel 
known in the French-speaking world featur-
ing these personnel, but we were unable to 
find out anything about that. Though nice 
to look at, they are not really an improve-
ment to the game. The story behind the 
Phantom Society’s mission is not necessary 
or important for the game, either, but at 
least it is fun to read about Scottish ghosts 
and their liking for closed-down whisky dis-
tilleries.

Anyway, the graphics and illustrations are 
beautiful and the game itself – one play-
through takes less than half an hour, which 
already includes a whisky-and-haggis-break 
in the bargain – has great charm and is also 
inviting players to go ghost-hunting again 
and again. þ

Martina & Martin Lhotzky 
Marcus Steinwender

INFORMATION
Designer: 
Artist: 
Price: ca. 25 Euro
Publisher: Funforge 2013
www.funforge.fr

Deduction, memory
Users: For families
Version: en
Rules: en fr
In-game text: no

Comments: 
Best with four players * Nice game, nice 
story, nice design * High replay value

Compares to:
Memory, Dicke Luft in der Gruft

Other editions:
Asterion Press, Iello

EVALUATION

M
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:

PLAYERS:
2-4
AGE:
8+

TIME:
30+
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Emergency Room, Dr. House, Grey’s Anato-
my and Schwarzwaldklinik: a lot of TV-series 
purport to bring the (imagined) daily rou-
tine of a hospital to our TV screens; board 
games, however, do rarely pick up this top-
ic. For all those among us who love it – and 
have somewhat outgrown „Doctor Bibber“ 
– there is now some new medication: 

The first impressions confronts us with a 
somewhat smaller games box. We place this 
– still fully clothed – test subject is placed 
onto the diagnostic table / games table 
and can already diagnose some first signs 
for witty word play – for the assistant physi-
cians, which we players are embodying as 
well as for the patients (for instance, there 
is “Quentin Quarantino”, “Sharon Gallstone” 

or even “Antonio Bandageras” and so on). 
After a superficial check-up of the rule book, 
a first diagnostic finding yields enough data 
to diagnose a worker placement game in 
the classic style and thus symptoms with 
which we are confronted very frequently, as 
in recent years nearly every second board 
game shows those symptoms. Usually, in 
such a case, we prescribe a first, non-inva-
sive trial game to find out, if we can send the 
patient home instantly for some permanent 
bed-rest on our games shelves or if some 
more therapy efforts and some more inten-
sive engagement could be worth our while.

Nurse, hand us the swab and the game 
components, please:
Check for the correct side of the game 

board, arrange the studying markers, ban-
dages and money tiles to be on hand, equip 
the hospital pharmacy with medication tiles 
(available in three colors), shuffle the patient 
cards and put four of those cards on display, 
and, finally, provide each colleague with a 
player board, one money tile and two play-
er markers and two color markers. Now the 
surgery can begin: In each round we place 
our two player markers on the general hos-
pital board in order to acquire medication, 
bandages or money. Money, of course, is es-
pecially important for us doctors, for which 
we, like it or not, even invest the odd night 
shift or two. However, we should not be too 
eager to concentrate on the corresponding 
action, that is, the action case of “nigh shift”, 
because the first colleague to do so receives 
only two money tiles and, furthermore, is al-
lowed to choose the starting player for the 
next round, and only for the next players to 
choose this action the money yields raises 
to three or even four.

As regards to the other available actions the 
prospects looks better for the early board 

DOCTORS WITH BORDER-LINE BEHAVIOUR

HOSPITAL RUSH
PLACE DOCTORS TO LAUGH YOURSELF BACK TO HEALTH
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who will really catch the better worm, that 
is, the better worm treatment. Take the 
action “acquire medication”, for instance: 
Whoever chooses this first, may take two re-
spective tiles for free, all other players only 
get one for free, and a second one would 
have to be paid for with a money tile. The 
obvious corruptibility of the local hospital 
pharmacist is not his only short-coming, 
his store of medicines is rather limited, too. 
It can happen very easily that all medica-

tion tiles of the intended color are already 
owned by your colleagues. It is only a small 
consolation that there are, at least, enough 
bandages around.

With the resources we acquired we treat 
our patients in the course of the game in 
order to be rewarded with victory points. 
The more medication we provide for our 
patients, the more rewarding is our raise in 
esteem or prestige; it comes in very handy 
that each patient is himself fully aware of 
what or which combination of medication 
and bandages is best for him. If you want 
prestige, you will have to choose the ac-
tion “treat patient”: The first player to do so 
may cure his favorite patient with two tiles 
– medication and/or bandages) without 
incurring additional costs, each additional 
treatment tile would require a money tile 
again. Colleagues who rise to the challenge 
later, probably due to night shifts, need a 
money tile already for the second medica-
tions. Health insurance funds, however, al-
low only a certain time span for treatment 
of a patient, when this time ends the patient 
is discharged uncured, and probably with 
lethal consequences, from hospital. We 
have not yet have complaints about that. 
The best timing in this case is really awk-
ward, especially in a game with five players, 
as each patient in principle only wants to be 
treated by one and only one and the same 
assistant doctor. So, all players must try to 
do their best for the only four patients with 
special dispatch and timing, in order not to 
be left without a patient.

To spend his hard-earned money for medi-
cation goes deeply against the grain of a 
doctor in the making, and he would rather 
invest his money in various additional certif-

icates and diplomas, which can be done by 
choosing the action „studying“. To pay three 
money tiles for one such additional qualifi-
cation seem an appropriate price – to study 
really hard is of course impossible due to 
lack of time, as a night shift should be spent 
more in sleeping as in brooding over books. 
Furthermore, each additional qualification 
diploma that you acquire will earn you a vic-
tory point at the end of the game, but only 
if you manage to pass the “Final Exam” later 
in the game (this is only possible only once 
for each colleague. You can choose from 
qualifications in “Intensive medicine”, which 
allows you to apply an additional medica-
tion or bandages tiles for free when treating 
a patient; “Pharmacy” in turn awards you a 
medication when you discharge as cured 
one of your own patients. “Finances” work in 
a similar way, albeit with the reward of two 
money tiles (your patient was obviously not 
on the National Health Service, but a private 
patient). “Management” in turn influences 
the passage of patients through the system.

Money can also be used to acquire victory 
points directly, but take care: This action 
is called „Bribery“ and the corresponding 
action case is marked in red? Should this 
color on the board have a similar meaning 
to that of this color in road traffic? The ac-
tion option of “Sabotage” is also using the 
signaling color of red and lures you with the 
option to pinch money or medication from 
another player, which may seem disloyal 
towards your colleagues at first glance, but 
finally only “profits” your patients. Should 
the colleague involved bee to touchy and 
believe this to be unfair, the sniveling guy 
can always use “Snitching”. Actions marked 
in red do not only include the risk of a later 
revenge by the respective victim, but can 
also be directly punished with using “Snitch-
ing” and result in legal transfer of money or 
loss of points.

So, the Hippocratic Oath seems to need a 
fresh interpretation in this context: It is bet-
ter to do “nasty” actions at a point when 
someone else has already gone “snitching” 
or when you are the last player in a round 
or when there is more than enough money 
available to console you for the rather hurt-
ful loss of points.

For the heads of clinics among us it is of 
interest, that each of us has, on his player 
board, two very special, albeit again marked 
in red, character abilities, which are also ac-
tivated by using the player markers, which 
of course then are lacking on the hospital 
board. 

The initially formed diagnosis of the game 
symptoms is improved somewhat due to 

further tests, insofar as – besides the in-
creased variance of available option for 
actions – there are also some vexation fac-
tors that can be used, albeit while paying 
close attention to the possibility of being 
squealed on by a colleague. Furthermore, 
the respective special abilities of doctors 
are not balanced but actively imbalanced. 
Some of them don’t even profit their own-
ers directly, but only provide disadvantage 
for other players, which can even result in a 
kingmaker, or better, head of clinics creating 
effect. Which is really too bad, as it are those 
special actions that should motivate you to 
immediately play another game of Hospital 
Rush. Anyway, the colleague named „Van-
essa Toad“ should be mobbed out of the 
hospital instantly: She is the only one who 
commands the action of „this I will tell to the 
boss instantly”, which results in additional 
payment – on top of the sanctions imposed 
by the “Snitching” actions – in order to not 
lose victor points when you where caught 
red-handed. Due to the continuous scarcity 
of money this, naturally, results in a very low 
readiness to use red action cases, which in 
turn results in a detrimental effect on the 
mood of the game. þ

Harald Schatzl

A tactical and yet rather easily accessible worker placement 
game which arouses interest more due to its satirical 
mood and creative implementation of the topic then with 
new ideas, but surely not experienced players. A part in 
the more or less positive final diagnoses is played by the 
relatively fast game play of less than an hour as well as 
several rather nasty options for interactions, which in turn 
demand a certain degree of frustration tolerance from your 
fellow players.

Harald Schatzl

INFORMATION
Designer: Thomas Kjølby Laursen + Team
Artist: Olaf Hänsel
Price: ca. 25 Euro
Publisher: Pegasus/eggertspiele 14
www.pegasus.de

Worker placement
Users: With friends
Version: multi
Rules: de en
In-game text: yes

Comments: 
Seems to target casual players among 
medicine students and assistant doctors 
* Few rules * Good, easily understood 
symbols * Witty design can be taken for 
foolish slapstick, too * Not recommended to 
expert players

Compares to:
All simple worker placement games

Other editions:
Currently none

EVALUATION
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PLAYERS:
3-5
AGE:

10+
TIME:
45+
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We see this often in our games playing 
universe: We belong to a tribe that makes 
a quiet living on a wonderful archipelago 
of islands and spends its days in harmony 
with nature, making sacrifices to gods and 
constructing huts. But our sweet-tempered, 
honorable Chief is old and will not be able 
to stay in office for much longer. And lo and 
behold: Straight away the civilized way of 
living among mangroves turns into bitter 
rivalry for the succession to the Chief, a con-
test that will be one by the tribesman who 
will build most hut. Sounds a bit funny, but 
that’s how it is.

But before the title of Chief the gods de-
mand some sweat from you. And so we 
need to cleverly plan over the course of the 
coming 60 to 90 minutes, on which land-

scape we will build our up to ten huts, de-
pending on the number of players. And to 
decide that is not really is, as in each round 
only two of the four landscape types (man-
groves, reed, sand and water) are declared 
to be building areas, indicated by two Birds 
of Paradise, made from wood, that make 
their nests there and thus tell you where to 
may build. But, evidently, this is not enough, 
because we must also discard a card that 
corresponds to the type of landscape and 
also pay the price that is indicated on our 
intended building site, and pay it exactly 
with so-called valuables, which are either 
also depicted on cards or are drawn – in the 
guise of cardboard tiles – from a bag. 

You see: The aim of the game in Mangrovia, 
is to have always enough and suitable land-

scape cards and valuables at your disposi-
tion in order to be capable of any action at 
all – because victory points are only accrued 
from the placement of huts in the course of 
the game and in a rather comprehensive 
majority scoring at the end of the game. 
And if you do not keep your eyes firmly on 
this final scoring from the start of the game, 
you usually do not have a change at all to 
win.

Easily accessed mechanics:
At which point we have arrived at the cen-
tral mechanism of the game, which is really 
easy and simple for a rather complex game, 
but not banal at all. At the edge of the board 
a little island archipelago is depicted, show-
ing six places of worship; a little wooden 
ship is circling those islands. At each stop 
of the ship a player is allowed to imple-
ment one action, if he has placed on of his 
sacrificial bowls there. This, as a logical con-
sequence, gives an advantage to the start-
ing player, as he has the choice of all avail-
able actions; all others must choose or take 
whatever is left for them.

WALK THE PATHS OF THE GODS

MANGROVIA
GAIN MAJORITIES TO BECOME CHIEF
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As the boat arrives at each place of worship 
twice, each candidate for Chief has two op-
tions at his disposal. Usually the placement 
of a bowl allows you to draw one or several 
cards, either from an open display of cards 
or from a face-down stack – or you con-
struct hots or draw amulets, marked with 
different values, from a bag. Another place 
of worship allows you to relocate the Birds 
of Paradise in order to determine the build-
ing sites for the next round and to secure 
the starting player advantage for yourself.
Placement of your huts also needs care-
ful consideration, because the location is a 
deciding factor not only in securing the vic-
tory points stated directly on the landscape 
case, but, for instance, also to raise the prob-
ability of finding more valuable amulets in 

the bag: The more huts you construct on 
amulet cases, that are cases circled in red, 
the more you amulets you can draw from 
the bag when you choose the correspond-
ing action. IF you did not construct any huts 
on such cases you must be content with the 
meagre stock of amulets on open display, 
which all are only worth 1 point.

Speculative to the end
Thus, in turn, each player diligently builds, 
draws and curses, when one of those dear 
opposing players snaps up the long-intend-
ed building site at the last minute. This is 
fun, this is full of go and even has a certain 
degree of interaction, or at least provides a 
sound amount of vexation. Towards the end 
of the game, when the board fills up, it be-
comes evident that individual player turns 
take more and more time, as each player is 
keeping his mind on the remunerative final 
scoring and tries to plan the best possible 
placement of his remaining huts.

This final scoring, however, depends on 
many different criteria and is fraught with 
possibilities. Building sites belong, depend-
ing on their assignation, to different scor-
ing areas, so that you have to take a really 
close look to accrue the maximum of Chief 
points. The game board shows four god 
sculptures each in a vertical and a horizon-
tal line. The landscape cases, that are level 
with those statues, belong to one of those 
divine paths. Some of the paths intersect, so 
that a hut that is therefore placed on more 
than one path is also scored more than 
once. To achieve this a player must hold the 
majority of huts on the corresponding di-
vine path; the player in second place scores 

half of the available points, and all other 
players do not score at all. A tie is resolved 
via hit placement, the scoring goes to the 
hut that is next to the respective god statue.
As if that were not enough – there are eight 
landscape cases that are grouped around a 
neutral stone mosaic that does not repre-
sent a building site. Those eight cases form 
the so-called “Stone Area”. On this square 
the Chief points are calculated from the 
number of your own huts, multiplied with 
the number of all huts on the square. So 
there are quite a few points to be had there, 
especially if you remember that some of 
those stone cases are also situated on divine 
paths at the same time and therefore score 
points for those, too.

And, last but not least, there is the „Pole 
Area“, which also comprises eight cases, 
which in turn are, partially, part of a divine 
path, and on which you can accrue a rich to-
tal of 12 points. And, finally, you transform 
remaining amulets 1:1 into victory points. 
Should, after all this score calculations, really 
occur a tie, it is resolved by giving the Chief 
position to the player who owns amulets 
with the highest total value.

Variant included
If you want to spruce up the rather linear 
flow of the game, then I recommend you 
to try the variant that is included, with the 
necessary components. In this variant you 
place eight of 16 small tiles at random on 
the stone area. If you then, in the course of 
the game, build on those cases, you receive 
the respective tile, which you can use once 
in the game, similar to an action card. You 
might use such a tile, for instance, as a valu-
able or amulet for payment or to construct a 
hut, completely independent from the cur-
rent position of the Birds of Paradise, on n 
actually currently prohibited landscape slot. 
Other stone are tiles may show statues of 
the respective divine paths. It is very prac-
tical to own those, as they make the above 
mentioned rules for a tiebreaker redundant 
– you own the tile, an eventual tie is resolved 
in your favor. That’s it. Absolutely.

Especially at the end of the game there is 
the danger of it developing into an orgy 
of deliberation, as all try to permanently 
calculate where one should have to build 
in order to overtake the player in the lead 
in the final rounds, thanks to one of those 
double-scoring cases. Luckily the board by 
then is usually very full so that remunerative 
lots are snapped up under your nose or you 
just don’t have the necessary payment hand 
or that then, when you could pay, the Birds 
of Paradise prohibit building of huts on that 
type of landscape.

Components are above any doubts, thanks 
to the many wooden elements and the very 
felicitous graphic design of board and cards, 
as usually is the case with games from Zoch, 
and thus ensure pure fun in playing. The 
small variant introduces some additional 
tactics to the game, so that even more ex-
perienced chiefs-in-waiting should not run 
out of fun too quickly.

Conclusion
Mangrovia is, basically, a purely abstract 
game. You plan your actions, set up huts 
and speculate on majorities in varied and 
various combinations. That the topic, all 
the same, does not come across as artificial 
is due to the spectacular wooden compo-
nents, the attractive design by Victor Boden 
and the more than plausible integration of 
the planning phase into a sacrificial ritual 
at places of worships which are circled by 
a small ship. The nice, short duration of 
the game, which never exceeded the 60-
90 minutes mentioned on the box, eas-
ily leaves room for a return match. Why the 
amulets that you need to collect over the 
course of the game, do look like Christmas 
baubles will probably remain a well safe-
guarded secret forever. þ

Stefan Olschewski

Among the plethora of new releases at Essen 14 this is a 
positive highlight– simple rules, good game flow, excellent 
components, a bit heavy on pondering at the end, but 
always challenging.

Stefan Olschewski

INFORMATION
Designer: Victor Boden
Artist: Eilif Svensson
Price: ca. 30 Euro
Publisher: Zoch Verlag 2014
www.zoch-verlag.com

Worker placement, majorities
Users: For families
Version: multi
Rules: de en it fr
In-game text: no

Comments: 
Excellent design and components * Topic 
well implemented despite the game mecha-
nisms being abstract * Variant introduces 
more tactic

Compares to:
Various worker placement games
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Currently none
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The French game publishing company „Ys-
tari“ has a preference for game titles that in-
clude „y“. Since 204, the year when Ystari was 
founded, there have been 15 games which 
showed this trade mark - let me name only 
a few of them: Olympus, Myrmes, Spyrium 
and especially and foremost Caylus. This last 
one is still among the top 10 of my personal 
list of best games, despite it celebrating its 
10th anniversary this year.
 
Prosperity is the design of a renowned 
pair of designers - one of them is Sebas-

tian Bleasdale, whom we know from “Key-
flower” and “Black Fleet”, the other is none 
less than Dr. Reiner Knizia. Allow me to re-
mind you that he has published more than 
600 games, representing a market value of 
10 million Euros. He was placed in the Top 
Ten of Deutscher Spielepreis sixteen times 
in the period of 1990-2008 and e has won 
Deutscher Spielepreis four times. The Aus-
trian Games Award Spiel der Spiele was 
awarded to him five times, he did win Spiel 
des Jahres in 2008 and countless other in-
ternational awards. So this raises expecta-

tions considerably on any new game bear-
ing his name and with those expectations I 
did approach this review.
 
The title of the game, „prosperity“, derives 
from „to prosper“, which means to grow, 
to flourish and to be successful, and, in its 
noun form, represents success and wealth. 
Success and prosperity are also the goal 
of the game’s urban development .Over 
six decades, that is, from 1970 to 2030, 2-4 
players try to achieve the best result, that is, 
the most prosperity within 36 stages, taking 
into account energy, ecology, research and 
money.
 
Let’s begin with the box cover. An overhead 
railway runs across an ecology landscape, 
approaching a futuristic town on the hori-
zon. This represents the aim of the game, to 
achieve balance between technology and 

INFRASTRUCTURE, ENVIRONMENT AND INDUSTRY

PROSPERITY
URBAN DEVELOPMENT
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ecology.

The content of the box comprises a large 
research board, four individual double-
sided player boards and 5 wooden cubes in 
player colors, as well as 35 impractical, tiny 
banknotes in the format of 8x4.5 cm. The 
reason for the miniature format: Euros were 
meant to be the currency and to avoid mis-

use, the notes were extremely miniaturized. 
It would have been better to use DKT-sized 
money.
There are also 64 black discs, representing 
environmental damage, and - a central ele-
ment of the game - 64 tiles, 24 of which are 
used in the basic set-up of the game. The 
remaining 36 tiles are distributed among 
the six decades, five tiles each go to five 
decades and six tiles go to the last, sixth de-
cade. Individual tiles differ in the year noted 
on them and in the different number of sev-
en possible symbols that they are showing. 
Symbols represent positive and negative 
energy, positive and negative ecology, capi-
tal revenue, research output and prosperity 
points which finally decide the winner.

Player boards show a track for energy and 
a track for ecology and also 12 cases for 
placement of tiles; depending on the cho-
sen level of difficulty (front or back side 
of the board) some of those cases are al-
ready marked with plants, inventions or 
projects. Those placement also determine 
the starting level, which shows a balanced 
or a slightly positive energy balance and a 
slightly negative ecological situation. Eight 
environmental damage discs drastically 
demonstrate the current situation.

The main board shows one research track 
each for energy and ecology, in six seg-
ments, which are sub-segmented into dif-
ferent levels. Starting tiles are placed to the 
left and right of this track, as regards to the 
number they display, from the first to the 
last and sixth number. Those tiles can be ac-
quired, that is, bought, in the course of the 
game and placed on one of one’s 12 cases 
on the board to improve one’s result- The 
costs for those tiles vary, depending on the 
research level. Tiles that are placed next to 
the research level you achieved, cost 100 €, 
for levels above the price rises for 100 € per 
level, levels below cost you only 50 €.
Above those tracks you find another track in 
each of the player colors to mark prosperity 
of players
 

The course of the game is as follows: You be-
gin with a starting capital of 100 €. The first 
face-down tile of the decade, 1970 at the 
start of the game, is revealed and triggers 
one of the five scorings of each decade. This 
is indicated by a symbol in a white frame. In 
each decade each of the different symbols 
becomes effective once. The tile is placed, 
according to the number it shows, to the left 
or to the right of the research tracks. Then 
the active player has the choice of two out 
of four optional actions:

1. Revenues - Improve your income by tak-
ing 100 € from the bank.
2. Environmental cleanup - Remove one of 
the environmental damage discs.
3. Research - Invest into research by advanc-
ing on one of the research tracks. 
4. Acquisition of one of the tiles to place it 
on your own board. You need to pay atten-
tion to the fact that the background color of 
the tile must correspond to the color of the 
case on your board.
Then you immediately adjust the markers 
on your own energy tracks, if applicable, 
and then the turn passes to the next player.
 
As soon as the last of the 36 tiles has been 
implemented, a final scoring is applied. In 
this scoring energy and ecology are scored 
twice. 300 € yield one prosperity point each. 
The player in first and second place on the 
research track receive 3 and 1 additional 
prosperity point each, after which the final 
result is known.
 
What do I need to keep in mind? Your en-
ergy balance should, if possible, always be 
positive so that you earn money. This mon-
ey is necessary to buy additional tiles and 
to invest into research in order to acquire 
projects more cheaply and to be in first or 
second place on the tracks for the final scor-
ing, because only then will you acquire the 
prosperity points that are necessary to win. 
At the same time you must not neglect the 
balance between ecology and energy. If you 
do excessive environmental damage you 
will acquire no prosperity. From this point 
of view the game achieves connections to 
the actual time and reality. Care of the envi-
ronment takes pride of place here. However, 
long-term planning is nearly impossible in 
the game. The scorings in the various de-
cades are entirely governed by chance and 
only after three scorings I can be sure which 
ones are still about to happen. Bad luck for 
me, if my turn is over at that point and I am 
not able to do anything further in this round. 
The game itself works without a hitch, a fact 
that was only to be expected, considering 
the two designers. The rules are also clearly 
structured and present good examples.
 

But now I have to mention a few negative 
points. The minimum age of 13 given for 
players is definitely too high; surely I can 
get it across to a 10 year old that reckless 
investments without any thought for envi-
ronmental protection do not offer a chance 
for profit. As to the graphic design, I would 
rather not name them, because I have not 
yet come across a game in which the tiles 
were designed as careless, even as ugly as 
in Prosperity. Which projects the tiles are 
meant to represent has not been named on 
the tiles, the projects are only listed in the 
rules. Thus, in the course of the game, you 
can only work with the symbols and thus 
have no idea what you are actually wish-
ing upon your city at that point. I also be-
lieve that the four tracks for the players are 
superfluous, a column next to the research 
tracks would have been sufficient. It is a pity, 
that the editorial team did not deem a good 
visual presentation essential for the game. 
The saying that “one also eats with one’s 
eyes” for me is also applicable to a game. 

To end this review on a positive note I can 
say that the game, despite the deficiencies 
I mentioned, has been judged absolutely 
positive. So, if you do not mind visual im-
pressions, I can absolutely recommend it. þ

Rudolf Ammer

An urban development game that nicely balances 
technology and ecology, the rather unlucky design prevents 
a better score.

Rudolf Ammer

INFORMATION
Designer: R. K. Bleasdale
Artist: Arnaud Demaegd, Neriac
Price: ca. 20 Euro
Publisher: Ystari 2013
www.ystari.com

Urban development
Users: With friends
Version: multi
Rules: de en  fr
In-game text: no

Comments: 
Good mix of ecology and technology * 
Works well * Sub-optimal graphic design

Compares to:
Other urban development games

Other editions:
French Edition, Ystari
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The Roundel: A decade ago we have en-
countered it for the first time in „Antike“, 
and since that time it has developed into 
the „signature feature“ of a gamy by Mac 
Gerdts. Already in 2006, „Imperial“ did 
follow, the play-wise ingenious, albeit as 
regards to topic somewhat cynical ver-
sion on WWI, using the roundel again. The 
building of churches in the 17th century in 
„Hamburgum“, published in 2007, was the 
temporary end of the Roundel series, as 
in, „Die Prinzen von Machu Picchu”, the 
Roundel was, in a way, newly invented due 
to the mechanism of triggering an action 
by way of the 15 districts of the Incan town. 
An alternate end-of-game condition that 
enhances the challenge even further prob-
ably was based on the well-known punch 
line from a Monty Python sketch: “Nobody 
expects the Spanish Inquisition”; and llamas 
are nearly as numerous as in the front cred-
its for “Die Ritter der Kokosnuss”. The topic 
used in “Navegador”, published in 2010, 
were the discoveries and colonial expan-
sion of Portugal in the 15th and 16th centu-
ries. “Concordia“, published in 2013, even 
made it onto the nomination list for Ken-
nerspiel des Jahres 2014; here you all but 
take the Roundel up into your hand of cards 
and then again make your way around an-
cient lands, using a moderate deck-building 
mechanisms with cards. In addition to the 
respectively intense and atmospheric in-
terpretation of the topic, all those games 
feature a booklet with historic background 
information; a very nice service that once 
more enhances the game play experience; 
all other components in Mac Gerdt’s game 
leave the same positive impression.

But what is a Roundel? Viewed in an abstract 
way, it is a circle that has been segmented 
into eight pieces like a cake; each of those 
segments represents an action. On this cir-
cle players move their markers in analogy to 
the hands of a clock and decide themselves, 
which action they want to implement next. 
However, the Roundel is not only another 
action selection mechanism, it creates a 
very dynamic feeling for the game, as most 
of the action options (earning or spending 
money or resources) only take little time to 
implement. As a film is made up from indi-
vidual pictures, this system creates many 
short actions and thus a stirring game flow, 
nearly without any downtime at all – unless 
you have a die-hard ponderer in your midst. 

This speeding-up effect is enhanced fur-
ther by this special effect: Aim of the game 
somehow is not so much the most efficient 
use of your money but the optimization of 
the number of actions you manage to do. 
You need to achieve an interim goal with 
the minimum number of action to give 
yourself a chance to win the game at the 
end. So, for all players, the usually time-wise 
niggling question of „it is my turn, what shall 
I do?” shifts to „I just did my turn, so what do 
I do next?” An answer to this question can 
usually be found while the other players 
do their actions, as the Roundel only allows 
advancement of up to three steps without 
cost. To move further forward and thus the 
use of a “later” actions must be paid for, 
which results in sparing use of those actions. 
Furthermore, based on those additional 
cost you can more easily asses the possible 
next actions of your opponents.

In „Antike“ the Roundel has been designed 
and equipped with nearly purist or ascetic 
beauty: Three cases on the Roundel repre-
sent the acquisition of resources – marble, 
gold and/or iron), three cases represent the 
spending of resources (for building tem-
ples, acquisition of progress or upgrading/
military deployment) and two cases for the 
movements of armies and fleets. In general, 
everything is clearly structured and easily 
analyzed: If I move my action marker onto 
the case for marble, I will receive one unit of 
marble for every town that produces mar-
ble (only one such town at the start of the 
game). The more marble-producing towns 
I hold, the more marble I receive. As an al-
ternative to holding more marble towns is, 
to set up a temple in a marble-producing 
town: This results in a yield of three units of 
marble from this town. You can also raise 
production by the acquisition of a certain 
type of Know-How. In analogy, those mech-
anisms and rules apply to gold and iron, re-
spectively.

In the later course of the game marble is pri-
marily used by players to construct temples 
in their own cities. Gold is usually mostly 
spent to acquire various types of Know-How 
which then in turn can be used to improve 
the abilities of your own people. Iron is the 
currency to acquire new armies and fleets, 
which are, in the early stages of the game, 
primarily used to expand your population 

on the board. For this purpose the Roundel 
offers two spaces for the movement action, 
used by army and fleet units. Each region 
that you acquire/move into you can found 
a new city for the cost of one marble, one 
gold and one iron. In case of contact with 
not too friendly populations guided by your 
fellow players battles are fought, by simply 
matching units 1:1 and taking them off 
board – and this has taken us through all of 
the most important rules. 

And yet, “Antike” is not another game of 
„explore, expand, exploit and exterminate“- 
war game, and thus a game solely for male 
players, instead you need to acquire a cer-
tain number of victory points, in relation to 
the number of players. Those victory points 
are gained, naturally, by expanding your 
people across the board and/or for the de-
struction of opposing temples, but you also 
earn victory points for the construction of a 
set of three temples and for the first acquisi-
tion of a certain type of Know-How. Those 
victory points are not only marked on a 
track, they are additionally also visualized by 

a card, named after a personality of ancient 
times. The reason for this: For all peoples 
together there is only a limited number of 
victory points available from each of the five 
areas. At some point, therefore, it is useless 
to construct more temples, when all victory 
points for temples have been handed out. 
It is also not really necessary to defend with 
all might you own temples or the expan-
sion you achieved for your realm; it is much 
better to relinquish incriminating property 
and possessions and to invest the time and 
resources saved into acquiring additional 
points in another area. The flow of the 
game, obviously, demands frequent tactical 
changes of purpose to quickly acquire the 
odd victory point here or there or snap it up 
from under another player’s very nose.

What are now the main differences be-
tween „Antike“ and “Antike II“ ?
In a nutshell, designer Mac Gerdts wanted 
to tone down the “bellicose” aspect of 
the game and to leave players a bit more 
chance to win when using purely pacific 
strategies. In consequence, there are now 
three neutral temples that are already built 
at the start of the game, albeit also need-
ing to be destroyed in order to acquire the 
corresponding victory points, but of course 
this destruction is not hurting other players 

BACK TO THE RONDEL-ROOTS

ANTIKE II
EPIC CONFLICTS IN SANDALS WITHOUT CONFLICTING RULES

Yet again a mirror image of developing civilizations, with 
noticeably more expensive military engagement and higher 
optimization demands, based on moderate rules efforts, ac-
companied by lots of in-game depth and alluring complexity.

Harald Schatzl
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as much, compared to erasing their private 
temples. In addition, the price for military 
units has been doubled in “Antike II”, so that 
you also think twice before starting aggres-
sive conflict moves. The newly introduced 
card “Bellona”, on the other hand, mitigates 
this additional effort/cost a big again, as it 
provides you with an additional free unit 
when you acquire a unit. Then you must 
hand on the card to your right neighbor, 
that is, counter-clockwise, which reminds 
one of the similar function of the “Navega-
dor” card or the “Praefectus Magnus” card 
from “Concordia”. Another new feature is 
that you now need fewer movement ac-
tions in order to conquer opposing cities or 
to destroy opposing temples. To avoid that 
nasty neighbors arriving instantly at your 
own doorstep, all peoples are provided 
with a defense bonus, while they are small 
- and thus are still disciplined and able to 
defend themselves and not yet decadent 
and greedy for victory points. The eight 

types of Know-How have been revised, too, 
for “Antike II”, they have different prices now 
and there is a new category; on the other 
hand, the second upgrade level for move-
ment over land or water has been deleted. 
To make acquisition of victory points for 
spreading out over water there are now 
some ocean regions that give advantages 
for that.

The majority of changes seem to be very 
well engineered. The two new Know-How 
types of “Mercatura” and “Commercium”, 
which allow you to swap resources, are defi-
nitely a positive addition to the game. Only 
the changing of the exchange ratio (from 
2:1 at the start to 3:2 later) seems a bit incon-
gruous, as the other two Know How types 
of two levels are coupled with a doubling of 
the respective advantage. All in all, the dou-
bling of armament prices has also a positive 
influence on the game, that is, reduces frus-
trating experiences for “victims”. However, 

the price for this is a certain loss of interac-
tion, especially as one does not go for con-
flict as frivolously as in the earlier version of 
the game. This in turn gives, in a fair way, a 
certain advantage to the opening strategy 
that puts its bets at first on expansion on the 
board and the founding of new cities. This 
expansion strategy is coupled to a higher 
degree of vulnerability than the strategy of 
“Temples” (that is, a quick construction of 
three temples which enable you not only to 
triple the initial productivity, but also help 
in defense and expansion) or the strategy 
of “Gold” (that is, constructing a temple in a 
“gold” city and in consequence fast first ac-
quisition of various Know-Hows due to the 
enhanced gold production). 

The fact that it is possible to block the “Bello-
na” card over quite a long period, especially 
when playing the temple or gold strategy, 
should be countered with the use of a house 
rule (similar to the rule in “Navegador”). This 
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new “Old World Peace”, however, is seen to 
be a disadvantage when all players tend 
to ensconce themselves in their respective 
empires, as the military aspect of the game 
is a very essential element of interaction 
between players. As the optimization char-
acteristics of the game are still very strong 
in “Antike II”, newbies will not have much of 
a chance against seasoned architects and 
commanders, which in turn does not result 
in much real satisfaction to the winner of 
the game.

Still, there is - if you set aside military inter-
ventions - no other mechanism in the game 
which facilitates catching up with the lead-
ers for players that have fallen behind with 
their peoples. And, by the way, the cover of 
the new edition, gives a wrong, that is too 
bellicose, impression, compared to the way 
the game really plays in this new edition.

During the last decade there has again and 
again been also some criticism on the Roun-
del itself: One seems to be very restricted or 
too pre-determined in one’s choice of play 
due to the always identical sequence of ac-
tions and the limitation of only three actions 
that are free of charge; some players also 
believe the Roundel to be too „mechanistic“ 
or „dry“. In this version, those objections do 
only apply in a limited way, as the jumping 
over cases on the Roundel only costs one 
resource for each left-out case; that means 
that you can introduce actions beyond that 
„Three-Case-Limit“relatively cheaply into 
your own tactical considerations and you 
can rather lightheartedly jump over maybe 
several cases in order to implement the 
action of your choice. However, as many 
board games integrate a very easily play-
able, moderate deck-building mechanism 
with cards as the mechanism for selecting 

actions - for instance “Rokoko”, “Lewis & 
Clark” and, especially, “Concordia”, I can rec-
ommend the following variant, if you want 
to achieve a similar feeling for „Antike II“:

Each player takes eight cards which replace 
the Roundel and the eight action options 
depicted on it, and displays those cards 
open-faced. When you use a card for an 
action, you turn it over and can only use it 
again when all used cards have been reac-
tivated and turned back to their front side. 
Such a reactivation is possible before or af-
ter each turn of a player. To reactive all used 
cards always costs you as many resources as 
you have unused, open-faced cards still on 
display minus two resources, which simu-
lates the option to jump over two cases on 
the Roundel free of charge.

If you want to use a certain card twice in a 
row without activating another action first, 
you would have to pay seven resources (for 
the cards still face-up in the display) minus 
two resources, so the price would be five 
resources and thus exactly as much as you 
would pay if you want to select the same 
action twice in a row on the Roundel. Con-
trary to the Roundel is is possible, in this ver-
sion, to play an action with the 6th card from 
your display and to use it again for free in 
your next turn, because you can - with two 
remaining cards open-faced in your display 
- reactivate all cards free of charge. If you 
would like to try this variant, you can use 
the templates at the end of this review, one 
with card explanations, the other one with-
out explanations.

For the „Bellona“ card this supplementary 
rule kind of suggests itself: When the card is 
handed on to the next player, it is placed to 
the left of this player. When this player then 

reactivates his cards, he moves the “Bellona” 
card to his right and must hand it on the the 
next player when he reactivates his cards 
again, even if he did not use it. If the player 
uses “Militia” in between two reactivations, 
“Bellona” is handed on instantly.

Once again, the Roundel creates a whole 
new universe of up to six developing an-
cient peoples in the Mediterranean or - on 
the back side of the game board - in the 
area in which Alexander once rose to great-
ness. “Antike II” in a way represents the Iron 
Age version in contrast to „Antike“ which 
is the Bronze Age of te3n years ago. Wag-
ing war has become a lot more expensive 
so that interaction among players is a lot 
more peaceful. This goes hand in hand with 
a more intense flair of an optimization task, 
which could, basically, also be mastered 
in a solitary game. However, there is still 
hardly another game that lets you enact a 
competitive civilization development with 
such moderate rules and such a reason-
able amount of time while at the same time 
providing a satisfactory amount of in-game 
depth and stimulating complexity without 
being complicated.

Harald Schatzl

INFORMATION
Designer: Mac Gerdts
Artist: Mac Gerdts
Price: ca. 40 Euro
Publisher: PD Verlag 2014
www.pd-verlag.de

Development, civilizations
Users: With friends
Version: multi
Rules: de en
In-game text: no

Comments: 
Well-fitting interaction of topic and mecha-
nisms * Good components * No chance 
elements * Concise and clear rules * Very 
good rules summary

Compares to:
Antike, Antike Duellum, Imperial, Imperial 
2030

Other editions:
Rio Grande Games, Oya

EVALUATION
M

y 
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ng

:

PLAYERS:
3-6
AGE:

12+
TIME:
90+
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XCOM 
Cooperative real-time conflict simulation for 1-4 players, ages 14+, 
by Eric M. Lang and using graphics from the PC game at Fantasy 
Flight Games 2014 / Heidelberger Spieleverlag 2015, ca. 120 min

Vienna
Worker placement game with dice for 3-5 players, ages 10+, by 
Johannes Schmidauer-König with graphics from Michael Menzel at 
Schmidt Spiele 2015, ca. 30 min
 

Patchwork
Placement game for 2 players, ages 8+, by Uwe Rosenberg with 
graphics by Klemens Franz at Lookout Spiele 2014, ca. 30 min

OUR WINNING GAMES

Our 4 target groups
We sort our award winners into 4 target groups:

For Children: Games for children and educational games. Adults 
may play, but need not play. Against adults children can not win.
For Families: Parents and children play on equal footing, all have 
the same chances to win.
With Friends: Yound adults and adults play on equal footing, all 
players are older than 12 years.
For Experts: Games with complex rules, a high accessability 
threshold and lots of interesting games play, especially suitable for 
experienced players. 

Please be aware that boundaries between groups are blurred. Child-
ren who play often and gladly can be ahead of their age group when 
playing. „For Families“ is not equal to the classic „Family Game“! 
Your taste and fun while playing decides what is a game for you. 
When choosing the right game for you, we always recommend to 
play the game!

VIENNESE GAMES AKADEMIE

Awarded for the 15th time on June 29th 2015 the Viennese 
Games Academy has announed the award winners. The Aus-
trian Games Award is presented annually. Spiel der Spiele is 
awarded to the game which is considered by the Games Committee 
to be especially up-to-date and entertaining, every interested pla-
yer should have played.

The Games Committee chaired by Dipl.Ing.Dagmar de Cassan 
comprises: Dr. Gerhard Bergauer, Dipl.Ing. Bernhard Czermak, Prof. 
Samy Molcho, Dr. Christoph Proksch, Kurt Schellenbauer and Gert 
Stöckl. 

More information can be found at: www.spiel-der-spiele.at

All informations on the Foundation Spielen in Österreich: www.spielen.at

A U S T R I A N  G A M E S  A W A R D  2 0 1 5
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Mmm!
Cooperation is necessary to avoid the cat while you collect mice food. One player rolls three dice - featuring five types of food and one red x - and 
all decide together where you place at least one dice. After each roll you can re-roll unplaced dice or take food away and cover the source spot. If 
you cannot place a die after a re-roll the turn ends and the cat advances one step towards the pantry. If you cannot cover the last spot for a food 
type, the cat also advances one step. When all food spots are covered before the cat reaches the pantry, all players have won together.
Cooperative dice placement game for 2-4 players, ages 5+, by Reiner Knizia with graphics by Andreas Resch at Verlag Pegasus Spiele 2015, ca. 20 
min

Cacao
Tile placement game for 2-4 players, ages 8+, by Phil Walker-Harding 
with graphics by Claus Stephan at Abacusspiele 2015, ca. 45 min

Drachenhort
Tactical roll & move game for 2-7 players, ages 8+, by Reiner 
Knizia with graphics by Nora Nowatzyk, Franz Vohwinkel and Walter 
Pepperle at Verlag Ravensburger 2015, ca. 60 min

A U S T R I A N  G A M E S  A W A R D  2 0 1 5

All information about the Austrian Game Award: www.spielepreis.at



Crazy Coconuts 
Dexterity game for 2-4 players, ages 5+, by Walter Schneider with 
graphics by Vincent Kim at Pegasus Spiele 2015, ca. 20 min

Fliegenschmaus
Race game for 2-4 players, ages 6+, by Dietmar Keusch with 
graphics by Kai Pannen at Haba 2015, ca. 20 min

Hamsterbacke
Card collecting game for 3-5 players, ages 8+, by Francesco Berardi 
and graphics by Oliver Freudenreich at Amigo Spiele 2014, ca. 20 
min

Loony Quest
Drawing and memo game for 2-5 players, ages 8+, by Laurent 
Escoffier and David Franck with graphics by Paul Mafayon at Libellud 
/ Asmodee 2014, ca. 30 min

A U S T R I A N  G A M E S  A W A R D  2 0 1 5

Push a Monster 
Dexterity game for 2-4 players, ages 5+, by Wolfgang Dirscherl and 
Manfred Reindl with graphics by Claus Stephan and Michael Hüter at 
Queen Games 2015, ca. 15 min

Schatz Rabatz
Dexterity game for 2-4 players, ages 5+, by Karin Hetling with 
graphics by Johann Rüttinger at Noris Spiele 2015, ca. 20 min

All information about the Austrian Game Award: www.spielepreis.at

OUR WINNING GAMES
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Bermuda 
Cooperative card game for 3-6 players, ages 10+, by Carlo Emanuele 
Lanzavecchia with graphics by Oliver and Sandra Freudenreich at 
HUCH! & friends 2015, ca. 15 min

Broom Service
Role selection and collecting game for 2-5 players, ages 10+, by 
Andreas Pelikan and Alexander Pfister with graphics by Vincent 
Dutrait at alea / Ravensburger 2015, ca. 75 min
 

Orléans
Historic development game for 2-4 players, ages 12, by Reiner 
Stockhausen with graphics by Klemens Franz at Verlag dlp games, 
ca. 90 min

Progress
Development game with cards for 1-5 players, ages 12+, by Andrei 
Novac and Agnieszka Kopera with graphics by David Szilagy, David 
J. Coffey and Kristi Kirisberg Harmon at NSKN Games 2014 / 
Heidelberger Spieleverlag 2015, ca. 90 min

OUR WINNING GAMES

Ludix 
Dice game for 2-6 players, ages 10+, by Niek Neuwahl with graphics 
by Klemens Franz at Piatnik 2014, ca. 20 min

Ugo
Trick-taking card game for 2-4 players, ages 10+, by Ronald 
Hoekstra, Thomas Jansen and Patrick Zuidhof with graphics by 
Franz and Imelda Vohwinkel at Kosmos 2015, ca. 40 min

All informations on the Foundation Spielen in Österreich: www.spielen.at
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There are still some building 
projects left in ancient times 
that could be taken care of by 
players. In this “big” expansion 
for 7 Wonders we find ourselves 
in Babel and word - in two differ-
ent expansions - on the famous 
tower and the city of Babel. 
Those two expansions can be 
used together or alone and in 
any mix with other expansions.
In Turmbau zu Babel you use 

a board for the tower and build 
Babel tiles. First you draft three 
Babel tiles and can then, during 
the game, also use the card that 
you played to add to the tower; 
if you do this, you set tile and 
card aside for the time being. At 
the end of the round the Babel 
tiles are turned over and build 
in ascending order; the effects 
of a tile are active until the tile is 
built over.

Bauvorhaben in Babel - At 
the start of an epoch a build-
ing project is laid out together 
with number of players minus 1 
participation tokens. When you 
build a card you can participate 
in the project of the same color, 
pay the costs for both and take 
a token. At the end of an era the 
project is scored: When all to-
kens were taken, all participat-
ing players are rewarded. When 
tokens are left over, all players 
that did not participate are pe-
nalized. Projects are scored be-
fore military conflicts.
Building the tower introduces 
action to the game, and might 
even trigger a change of strat-
egy. Building Projects are chal-
lenging, too, as you can restrict 
yourself to one marker and 
hope that the others will be pe-
nalized because they cannot af-
ford to participate in the project 
or don’t have the cards. Those 
are expansions just as you want 
them, an enrichment and up-
grade for the core game. þ

7 WONDERS BABEL
TOWER  
AND OTHER BUILDING PROJECTS

INFORMATION

Designer: Antoine Bauza
Artist: Miguel Coimbra
Price: ca. 27 Euro
Publisher: Repos/ Asmodee 15
www.asmodee.de

PLAYERS:
2-7

AGE:
10+

TIME:
40+

EVALUATION
Drafting, resources manage-
ment
Users: For experts
Version: de
Rules: de en fr
In-game text: no

Comments: 
Again very attractively 
designed * Introduces the 
interaction that some play-
ers had been missing in the 
game * An absolute must if 
you like the core game

Compares to:
7 Wonders and expansions

Other editions:
Announced: Asterion, rebel.pl

Control the world by winning 
a trick-taking card game! Each 
trick represents a conflict on 
about control over a country. 
There are three suits for political, 
economic and military power. 
Countries are represented by 
tiles on the table and carry de-
fense values in all three suits. 
Four play in two teams: In the 
State of Nations Phase you bid 
for the number of controlled 

countries (=number of tricks 
taken) and for the dominant 
color of the campaign = trump. 
In the Conflict Phase the lead-
ing player chooses a country 
based on the rules parameters 
and then you play a trick for the 
targeted country. You follow suit 
or play a special card or any card. 
With the trick you win the tar-
geted country, if the trick value 
is higher than the defense value 

of the country. After 12 tricks the 
Aggressor Team wins the cam-
paign, when the bid has been 
met. With two won campaigns 
you win the game.
In a game for two players you 
set aside tricks won in a drafting 
phase and you draw a card until 
the reserve stack is empty. If you 
did win more tricks you deter-
mine the dominant, trump color 
for the campaign.
In a game for three one player 
represents the Empire, the other 
two the rebels; at the start you 
exchange cards according to 
rules parameters and you play a 
campaign as usual.
Alliances is an ambitions, some-
what overloaded variant of the 
trick-taking game mechanism; 
there are too many mechanisms 
for a basically simple game and 
the event cards can tilt the game 
over to change-regulated. If you 
like trick-taking card game vari-
ants, you will find Alliances an 
interesting and unusual game 
offering many variants. þ

ALLIANCES
FIGHT FOR WORLD DOMINANCE

INFORMATION

Designer: Elad Goldsteen
Artist: A. Papantoniou, G. Vorgia
Price: ca. 20 Euro
Publisher: Golden Egg Games 13
www.goldenegggames.com

PLAYERS:
2-4

AGE:
10+

TIME:
45+

EVALUATION
Trick-taking card game
Users: With friends
Version: en
Rules: en
In-game text: no

Comments: 
Trick-taking variant with 
bidding on the result * 
Winning the trick does 
not automatically win you 
the land * A bit too many 
mechanisms * Of interest 
for fans of trick-taking card game 
variants

Compares to:
First game of this mechanism mix

Other editions:
Currently none
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PLAYED FOR YOUtANDROID: NETRUNNER / BANANA SPLIT

A Living Card Game, set in the 
Android universe – Runner ver-
sus Corporation. Both factions 
have their own deck of cards 
and their own goals. The Cor-
poration can spend three Clicks 
per turn for actions; to install 
server protection or to trace the 
runner. The Runner can spend 
four Clicks; for instance for a Run 
– a hacker attack on Corpora-
tion with different targets; when 

he manages to get into a server 
he might find something valu-
able or just destroy the Corpora-
tion project. If you collect seven 
points, you win.
The second deluxe expansion 
focuses on Jinteki for the corpo-
ration side and on criminals on 
the runner side, featuring two 
pre-constructed decks, „Harmo-
ny Medtech“ und „Iain Stirling“. 
The Background story features 

the new discoveries of Jinteki 
in the field of Genetics and the 
interest of other factions in 
other, hidden purposes of this 
research. Again the expansion 
comprises 165 card, 3x55 differ-
ent new cards - they offer new 
tricks and traps and also events 
that influence the flow and 
speed of the game. This is sup-
plemented by new PSI talents 
and six new identities which 
offer options for entirely new 
deck building strategies. And 
then there are, of course, cards 
for neutral ambushes, ICE, op-
erations, KIs and contacts which 
can be of good use to other fac-
tions, too.
As all other expansions for a Liv-
ing Card Game, this deluxe ex-
pansion, too, extends and wid-
ens the options in play for each 
factions; as in all those games 
the necessity for those expan-
sions is decided by players and 
they will surely agree.
Yet another deluxe expansion, 
Android Netrunner: Order and 
Chaos, is announced. þ

ANDROID: NETRUNNER
EHRE UND PROFIT

INFORMATION

Designer: Garfield, Litzsinger
Artist: Team
Price: ca. 20 Euro
Publisher: Heidelberger 2014
www.heidelbaer.de

PLAYERS:
2

AGE:
14+

TIME:
45+

EVALUATION
Living card game
Users: For experts
Version: de
Rules: de en es fr pl
In-game text: yes

Comments: 
Deluxe expansion with 
3x55 new cards * Need core 
game for playing * Cards 
for two pre-constructed 
decks

Compares to:
Android Netrunner for Topic, other 
LGCs for mechanisms

Other editions:
Fantasy Flight Games, Edge Entertain-
ment, Galakta

As the owner of an ice cream 
parlor you assemble cups for 
points. You begin with five top-
pings behind your screen, four 
cup cards are on display. The ac-
tive player chooses on of three 
options: Drawing a topping, be-
ginning a cup or add a topping 
to a cup. Toppings that you draw 
are placed behind your screen. 
There is no limit to the number 
of toppings that you can collect 

behind your screen. If you draw 
a special card it is implemented 
instantly. A new cup is taken 
from the display, placed in front 
of the screen and you need to 
add at least one topping, in or-
der of topping images on the 
cup card. If you begin a cup and 
can complete it in the same turn 
adding all toppings in sequence, 
you may draw two toppings. 
If you begin a new cup and do 

not complete it, you draw one 
topping. The toppings used for 
a completed cup are discarded. 
The cup card is turned over and 
you place the corresponding 
number disc on the card. The 
special card “Eislöffel” allows you 
to take an incomplete cup from 
another player and complete it 
or just add a topping. 
Banana Splits are special cups 
and worth 20 points; you can-
not take them from the display 
and complete them like other 
cups. You either take it from the 
middle and play a joker - this 
completes the Banana Split - or 
you play all four toppings and 
take the Banana Split from the 
middle. When all cups have 
been completed, you win with 
most points.
Banana Split is a really nice fam-
ily game, just right for you holi-
days, it has simple rules and a 
nice design. Eislöffel, Banana 
Split and Joker provide just the 
right amount of tactic to keep 
up the challenge. þ

BANANA SPLIT
WHIPPED CREAM AND CHERRIES

INFORMATION

Designer: Mike Fitzgerald
Artist: Jody Boginski
Price: ca. 13 Euro
Publisher: Amigo Spiele 2014
www.amigo-spiele.de

PLAYERS:
2-4

AGE:
6+

TIME:
30+

EVALUATION
Set collecting
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Nice topic * Standard 
mechanisms * Special cards 
introduce a bit of tactic and 
challenge * Good game for 
holidays or beginners

Compares to:
Set collecting games with special 
cards

Other editions:
Currently none
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Unfathomable treasures, guard-
ed by an evil witch and coveted 
by divers. In five rounds players 
try to bring up more treasures 
than the witch has power to de-
fend them.
In each round you lay out a 
number of treasure cards equal 
to the number of players and 
deal 12 or 10 diving cards to 
each player.
These cards are used to dive for 

treasures; all play simultane-
ously and place cards beneath 
the treasure cards; there can 
only be as many cards beneath 
a treasure as the depth figure on 
the card indicates, Furthermore, 
each card that is placed must be 
higher or lower by 1 than the 
previous card; 1 and 9, for that 
purpose, are considered to be 
next to each other. But there is 
a snag: You play against a time 

limit and - this is the cute idea 
here - there is no timer at all in 
the box, players themselves 
are timers; at a command they 
all breath in and hold their 
breath while playing cards; the 
first player who needs to draw 
breath puts an end to the round 
and the round is scored: Trea-
sure cards with the exact num-
ber of cards in correct order are 
taken by the players, all others 
go to the evil witch. For the new 
round new treasures are laid out 
and all diving cards are re-shuf-
fled and dealt as before to play-
ers. After five rounds players win 
together, when their number of 
treasure cards is higher than the 
sum of points on the treasure 
cards of the witch.
Really new in this cooperative 
hectic game is the timing mech-
anism, which calls for honesty 
from all players, as well as luck in 
getting cards and approximate-
ly equal lung capacity in order 
to work well. Try it, it is good fun, 
albeit hectic and not always bal-
anced! þ

BERMUDA
DRAWING BREATH ENDS THE ROUND

INFORMATION

Designer: C. E. Lanzavecchia
Artist: O. und S. Freudenreich
Price: ca. 8 Euro
Publisher: Huch! & friends 2015
www.hutter-trade.com

PLAYERS:
3-6

AGE:
10+

TIME:
15+

EVALUATION
Place cards, collect, cooperate
Users: With friends
Version: multi
Rules: de en fr nl
In-game text: no

Comments: 
Placement mechanisms are 
standard ones * Timing is 
new and cute, but difficult 
to check * To work well, the 
game needs luck in card 
distribution

Compares to:
First game with this timing mecha-
nism

Other editions:
Currently none

The game features 24 double-
sided cards; one side shows a 
blue-grey frame, the other side 
an orange frame. On each card 
side bubbles with funny faces 
are depicted, there are always 
four bubbles in fours colors and 
in four different sizes. Four dice 
in the four colors of the bubbles 
carry numbers of different val-
ues, ranging from 1 to 23, each 
dice has high and low numbers..

You decide on a level of difficul-
ty: The side showing an orange 
frame is easier, the bubbles in 
each image are sorted by size; 
blue-grey is a bit more difficult, 
the bubbles are not sorted, but 
arranged randomly. You lay out 
the cards individually and can 
also of course lay out a mixture 
of orange and blue-grey frames.
The active player rolls all dice; 
the results indicate the size rela-

tions of bubbles on the card you 
need to find. All players simulta-
neously search for the card cor-
responding to the result. For in-
stance, for red 20, green 19, yel-
low 14 and blue 5 the card must 
show the red bubble as the big-
gest one, followed by green and 
yellow, the blue bubble must 
be the smallest. If you spot the 
card, you take it and put it down 
open-faced. When the same 
result appears again, you can 
take a card from another player, 
too. If you are first to collect four 
cards, you win.
A very simple idea which de-
mands a lot from players of the 
targeted age group - colors 
must be considered as well as 
number values and image sizes; 
in the example I cited the red 
bubble is much bigger than the 
green one, but number values 
only differ by 1. Bubbles is a very 
well-working exercise in ab-
stract correlation of values, and 
is a lot of fun, too! þ

BUBBLES
14 IS BIGGER THAN 5

INFORMATION

Designer: Wolfgang Dirscherl
Artist: Robert Bayer
Price: ca. 10 Euro
Publisher: Piatnik 2015
www.piatnik.com

PLAYERS:
2-4

AGE:
6+

TIME:
15+

EVALUATION
Dice, parameter comparison
Users: For children
Version: multi
Rules: cz de en fr hu it nl 
pl sk
In-game text: no

Comments: 
Extremely simple rules * 
Demands comparison of 
different units * And also si-
multaneous consideration 
of several parameters

Compares to:
All games featuring size comparison

Other editions:
Currently none
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PLAYED FOR YOUtCASA BANANA / CHERRY PICKING

The King of Monkeys has invited 
guests for a jungle party, but his 
new tree house is too small for 
all and begins to sway threat-
eningly. The first player of the 
round rolls both dice - the num-
ber dice determines the num-
ber of support pillars under-
neath the treehouse platform; 
the symbol dice determines the 
shape of the platform - square, 
oblong, triangle, circle or ellipse. 

If you rolled the dice you as-
semble the tree house accord-
ingly, the smiley on the symbol 
dice lets you choose any plat-
form shape. Then you also feel 
for the first animal in the bag 
and draw one to place on the 
platform. Then in turn all other 
players feel for an animal in the 
bag and pull it out to place it on 
the platform; animals already on 
the platform cannot be pushed 

or relocated. Animals can be 
stacked, but never laid down. 
Each animal that you success-
fully place earns you a banana 
chip. When an animal tumbles 
off, the round ends. If you 
caused the fall, you must discard 
a banana chip and a new round 
begins. After three rounds you 
win with most banana chips.
Well, in a way all is well and all 
is known. Stacking animals is a 
classic feature of children games 
since “Tier auf Tier” and yet, there 
are are enough creative details 
there - for instance the rolling for 
the number of supports for the 
platform. Only one support re-
ally demands well-versed stack-
ers. It has to be hoped, too, that 
the animals in the game were 
chosen mainly for their stacking 
capacities, because neither hare 
or cat nor cow seem jungle-
qualified at first glance. But that 
is being catty now, all in all Casa 
Banana is a nice stacking game, 
exactly right for the intended 
age group. þ

CASA BANANA
PARROT CAN SIT ON ELEPHANT

INFORMATION

Designer: Thilo Hutzler
Artist: Daniel Döbner
Price: ca. 20 Euro
Publisher: Beleduc 2015
www.beleduc.de

PLAYERS:
2-4

AGE:
4+

TIME:
15+

EVALUATION
Stacking, dexterity
Users: For children
Version: multi
Rules: cn de en es fr it nl
In-game text: no

Comments: 
Standard topic * Pretty 
components * Variants 
due to platform shape and 
number of supports * One-
leg-only support seems a 
bit steep

Compares to:
All stacking games

Other editions:
Currently none

A colorful mix of fruits needs 
to be harvested, with the aid of 
ladders and baskets. Six plant 
cards are laid out for types of 
fruit. The number of harvest 
cards for the current number 
of players is prepared; then you 
place one harvest card beneath 
each plant card and distribute 
the rest evenly to all players.
All players simultaneously 
choose and reveal a card from 

hand; cards chosen determine 
the sequence of harvesting. To 
harvest is to take a harvest card 
next to a plant card and to put it 
on one’s own harvest stack. You 
harvest first, if you alone played 
a ladder and choose any plant 
card. Several ladders cancel 
each other and go directly to the 
harvest stacks. Then you harvest 
if you alone played a wild card. 
Several jokers are treated like 

several ladders. Then all with 
fruit cards harvest from the cor-
responding plant card, regard-
less of the kind of card beneath 
the plant card. Finally, you har-
vest from any plant, if you alone 
played a basket. In case of sev-
eral baskets, you harvest in de-
scending order of basket values. 
When all cards have been 
played, you add the values of 
your cards and add the square 
number of the number of your 
ladders, and a bonus of 10 points 
for at least one card of each type 
and also a bonus of 10 points 
for four and of 20 points for five 
identical cards. Bonuses can be 
scored cumulatively if you can 
make up several sets. Each Joker 
can only be used for one type of 
fruit. After three rounds you win 
with most points.
Cherry Picking is a nice, fast, 
little game, nothing really new, 
but well-made and well-work-
ing, a good memory for cards 
can help you in cheerfully col-
lecting fruits. þ

CHERRY PICKING
FRUIT HARVEST  
WITH LADDERS AND BASKETS

INFORMATION

Designer: Jeroen Geenen
Artist: Lena Hesse
Price: ca. 9 Euro
Publisher: Zoch 2014
www.zoch-verlag.com

PLAYERS:
2-6

AGE:
8+

TIME:
30+

EVALUATION
Set collecting
Users: For families
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Very attractive design 
* Simple rules * Card 
memory can be useful * A 
bit of tactic is possible

Compares to:
Set collecting game with 
interaction of cards played

Other editions:
Currently none
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Each player tries to assemble a 
valuable train. You are given two 
randomly assigned Contract 
cards and choose one of them; 
it is also the engine of your train. 
82 small cards are made up from 
car cards, two events, 12 money 
cards and 10 character cards; 
those cards are shuffled togeth-
er, split into three stacks and 
three cards from each stack are 
placed in a 3x3 grid, open-faced.

The active player must take a 
card from this grid - a card taken 
from the front column is free, a 
card from the 2nd column costs 
one money card and a card from 
the 3rd column costs two money 
cards. Character cards are imple-
mented instantly - The Investor 
gives you a free card, the Pick-
pocket steals all money from 
another player, the Switchman 
exchanges one of your car cards 

for that from another player 
and the Director lets you take a 
Company token of your choice. 
Then you may complete one of 
the three target cards on display 
you take the target card for your 
train and discard the necessary 
small cards from your collection. 
Contracts are met by symbols 
on small cards in your collection 
and company markers gained 
with character cards. When 
someone has collected four 
target cards, you win at the end 
of the round with most victory 
points from completed target 
cards, your completed contract 
and one point for every money 
card you own.
Somehow, this game reminds 
me of Ticket to Ride - taking 
cards, swap them for target card 
instead of track, meet a contract 
instead of certain track cards, 
and so on. All in all a rather 
mediocre game, albeit in an 
extremely attractive tin; nice for 
beginners or very casual players 
or for your holiday, if you want 
to relax only. þ

CONTINENTAL EXPRESS
ASSEMBLE A TRAIN FROM CARS

INFORMATION

Designer: Charles Chevallier
Artist: Gaël Lannurien
Price: ca. 15 Euro
Publisher: Bombyx/Asmodee 14
www.asmodee.de

PLAYERS:
2-4

AGE:
7+

TIME:
20+

EVALUATION
Collecting, exchanging
Users: For families
Version: de
Rules: de en fr
In-game text: no

Comments: 
Very attractively packed in 
a tin * Rather dark graphics 
o small cards * Good rules * 
Good for beginners

Compares to:
All “take A, then swap A for 
B to collect points” games

Other editions:
French and English editions

In Da Luigi you score with fast 
and correct service for guests 
and, in your turn, you can de-
cide to serve guests or greet 
new guests.
To serve guests you take all food 
cubes from one market case 
into your stock and pay by re-
location one or several guests 
in your own time track by one 
place per clock on the market 
row; it can happen that guests 

leave the restaurant.
Then you place the food cubes 
on guest cards, two brown or 
any four cubes can replace a 
cube of your choice. If you thus 
complete a card, you take and 
put the food cubes next to the 
market. If a guest leaves the 
restaurant with an incomplete 
order you take a lemon from the 
market-
To greet new guests you take 

players plus 1 cards, reveal them 
one by one and keep it or hand 
it to another player, you must 
keep two guests and hand one 
to every other player. Those 
guests are instantly laced on 
corresponding spots on the 
time track, guests already there 
are moved to the right and 
peculiarities of guests are im-
mediately implemented, this 
can trigger chain reactions of 
guests arriving, for instance. If 
you take flowers or lemons you 
must take care as you can only 
have one kind: Should you have 
a lemon and receive flowers you 
hand back the lemon instead. 
When all guest cards are in play, 
you win, after a final round, with 
most points from completed 
guest cards minus lemons or 
plus flowers.
Da Luigi offers an attractive 
combination of resources ac-
quisition and meeting orders; it 
is also nicely slit into the rather 
plannable acquisition of food 
and the rather chance-driven 
acquisition of orders, that is, 
guests. All in all a very attractive 
family game. þ

DA LUIGI
FAST SERVICE SCORES POINTS

INFORMATION

Designer: Rüdiger Dorn
Artist: Fiore GmbH
Price: ca. 27 Euro
Publisher: Kosmos 2015
www.kosmos.de

PLAYERS:
2-4

AGE:
8+

TIME:
40+

EVALUATION
Collecting, placing
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Story and mechanisms go 
well together * Good mix 
of mechanisms * Luck and 
tactic nicely balanced

Compares to:
Collecting games to meet 
parameters

Other editions:
Currently none
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PLAYED FOR YOUtDAS MAGISCHE MUSEUM / DIE BIENE MAJA

As in every other game in the 
SmartPLAY series, here, too, a 
smartphone App works as a 
game master; the necessary 
App can be downloaded for 
free. The starter set comes with 
the tripod for the smartphone; 
you simply put your phone, pre-
pare the necessary components 
depending on the chosen ver-
sion and the number of players 
and are ready to go: Your dog 

Fluffy has escaped and wreaked 
havoc in the Magical Museum. 
Players must find the treasures 
from the destroyed showcase, 
the missing bone of T-Rex and 
catch Fluffy before the museum 
opens in the morning or the 
noise-sensitive T-Rex captures 
them. In the Master and Expert 
versions you must also shut off 
the alarm system. 
In each round the Night Watch-

man tells you where he will 
move and which passages he 
will block there with old knight 
armor; you place the Watchman 
piece into the named room and 
lay out armor tiles accordingly. 
Players confer and place action 
discs on action spots, within 
a given time frame - for ques-
tioning the Watchman, remove 
armor, move, search exhibition 
pieces, find key or disable alarm 
system. In the action phase the 
actions are implemented from 
left to right, the Night Watch-
man names the active player. 
Items that turn up are explained 
by the Watchman and he tells 
you how you can use them. All 
win together when all tasks are 
completed by 8:00 and all have 
returned to the entrance hall.
  This is a very nice and cute 
adventure for children, with a 
thrilling topic and very classy 
components; the introduction 
of the smartphone allows for 
surprising turns in the game 
and also for individual adaption 
to age and abilities of players. þ

DAS MAGISCHE MUSEUM
COOPERATIVE RACE AGAINST TIME

INFORMATION

Designer: I. and M. Brand
Artist: N. Nowatzky, W. Pepperle
Price: ca. 45 Euro
Publisher: Ravensburger 2014
www.ravensburger.de

PLAYERS:
1-4

AGE:
8+

TIME:
60+

EVALUATION
Adventure, App
Users: For children
Version: de
Rules: de
In-game text: yes

Comments: 
Free download of the App 
* Four versions to play - 
Solo, standard, master and 
expert * Master and expert 
versions are only unlocked 
when the previous level 
was mastered

Compares to:
All other games in the SmartPLAY 
series

Other editions:
Currently none

A field of rapeseed has been dis-
covered and the Queen of the 
Corn Poppy Meadow must be 
informed; Maja is tasked with 
bringing her the news from the 
queen of the Sunshine beehive.
The game board is set up ac-
cording to instructions and you 
place your marker at the start 
- Maja, Willi, Flip or Lara. Players 
take their turns in clockwise or-
der, and a turn comprises four 

actions: At first, you turn up a 
face-down tile: If it is a special 
tile, you implement it. Special 
tiles are: Pass your turn; Spin-
ner - you keep it and can use it 
letter for an additional turn; Let-
ter - is necessary to win; Steps 
- are placed on the stairs to the 
Queen Bee. If it is a ladder, firefly, 
boat or honey pot, you set the 
tile aside open-faced. Then, for 
your second action, you reveal 

another tile in analogy to the 
first. If you find a second tile of 
ladder, firefly, boat or honey pot 
identical to the first, you keep 
the pair; otherwise, you turn 
both of them back over again. 
As your third action you turn the 
spinner and as your fourth ac-
tion you move your marker ac-
cording to the result of the spin-
ner. When your marker finishes 
its movement on a taken spot, 
you put put the marker on the 
next free spot. To pass bridge, 
mushroom field, river and flow-
er bed you need a pair of the 
corresponding tiles. When all 
steps are placed and you reach 
the Queen Bee first with the let-
ter, you win.
Die Biene Maja enchants chil-
dren now for many years, as do 
games on the topic. Über Stock 
und Stein offers a simple roll & 
move game in a lovely 3D set-
ting, the necessary tile pairs to 
overcome obstacles are a thrill-
ing detail mechanism. þ

DIE BIENE MAJA
ÜBER STOCK UND STEIN

INFORMATION

Designer: not named
Artist: not named
Price: ca. 12 Euro
Publisher: Studio 100 Media 14
www.studio100.eu

PLAYERS:
2-4

AGE:
5+

TIME:
20+

EVALUATION
Roll & move, memo
Users: For children
Version: multi
Rules: de fr it
In-game text: no

Comments: 
Pretty 3D game board 
* Simple mechanisms * 
Nicely used memo effect 
for obstacles

Compares to:
All roll & move games on a 
license topic

Other editions:
Currently none
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Together with Anna, Olaf and 
Else players race to the Magical 
Icy Rock. You choose a charac-
ter, shuffle all friendship tokens 
face down and set them out 
before the board. The board 
is opened and the Magical Icy 
Rock comes up in the middle. 
The active player turns the spin-
ner and moves his marker to 
indicated number of steps for-
ward. When, with your last step, 

you reach a spot that is already 
occupied you move forward to 
the next free spot. When the 
spot you reached is a stone, 
your turn ends. When the spot 
you reaches shows “Hand”, you 
must move back three steps. If 
you reached a jewel spot, you 
turn over one of the friendship 
tokens. If you did find a friend 
of your own character you take 
the token and move six steps 

forward towards the Magical 
Icy Rock. If you found a friend of 
another character, you put the 
token back face-down. If you 
are first to reach the finish spot 
at the rock, you win. You can 
also win, if you have collected all 
three friendship tokens for your 
character.
The game is part of the series 
„3D Spielewelt“ and can be com-
bined with other games in the 
series, „Cinderella’s magische 
Kutsche“ or „Das zauberhafte 
Märchenschloss“, a connecting 
piece is included in the game.
Simply beautiful and just right 
for the target group - a current 
and much-liked topic, simple 
rules and marvelous compo-
nents. And if a Three-year-old 
just cannot count up to six, you 
simply have to help. If you own 
another of the games in the se-
ries, you can extend the magical 
path, but should only use the 
friendship tokens of characters 
that are actually used in the 
game. þ

DISNEY DIE EISKÖNIGIN
DER MAGISCHE EISFELS

INFORMATION

Designer: not named
Artist: not named
Price: ca. 20 Euro
Publisher: Hasbro 2015
www.hasbro.at

PLAYERS:
2-3

AGE:
3+

TIME:
15+

EVALUATION
roll & move, license
Users: For children
Version: de
Rules: de en
In-game text: no

Comments: 
Pop-Up Games * Can be 
combined with “Cinderella’s 
Magische Kutsche” and 
“Das Zauberhafte Märch-
enschloss”

Compares to:
All roll & move games with a license 
topic

Other editions:
USA

Aim of the game are rows from 
1 to 14 - in a game of two and 
three players you form two such 
rows, in a game of four you form 
two teams and each player lays 
out a row.
104 number cards of values 1 
to 14 plus 8 joker cards and 8 
robber cards are shuffled and 
13 cards are laid out as an open 
row for all players, in which no 
card may be placed in the posi-

tion equal to to the card value. 
Should such a situation occur 
the card is put underneath the 
draw pile and a new card is laid 
out.
Then each player is dealt five or 
seven cards and has one action 
in his turn: Start or continue a 
row by placing one card, always 
in ascending order, and using 
any number of jokers - buy a 
card from the open row by dis-

carding a card of the position 
value - place a special card or 
use the ability of the card - swap 
a joker card - discard a card and 
draw a card. 
A joker card can be taken from 
any player’s row by placing 
the correct number value into 
the row instead of the joker; a 
joker from the open row must 
be bought regularly. When 
you complete a row the first 13 
cards of the row are discarded 
and the 14 remains in place to 
indicate that you completed a 
row; this card cannot be taken 
by another player. In team play 
you can place a card you’re your 
own row or into a row of your 
partner, but only you can only 
extend one row per turn.
All that remains of the name-
giving Dog board game are the 
teams and the design of the 
cards, Dog Cards is a pure card 
placement/shedding game 
with a challenging mix of luck, 
tactic and irritation because I 
am not allowed to communi-
cate with my partner and some-
what just stole a card from my 
display. þ

DOG CARDS
AN 11 FOR YOUR PARTNER

INFORMATION

Designer: W. Kramer, M. Kiesling
Artist: Dennis Lohausen
Price: ca. 8 Euro
Publisher: Schmidt Spiele 2014
www.schmidtspiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
20+

EVALUATION
Card placement
Users: For families
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Only the name and team 
play relate to Dog * Good 
family game * Is most fun 
and most interesting when 
played in teams

Compares to:
Other numeral card placement 
games

Other editions:
Arclight
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PLAYED FOR YOUtDRACHENHORT / EL GRANDE BIG BOX

A troupe of adventurers must 
be guided out of the dragon’s 
lair, of course taking along the 
treasures they collected on the 
way! Which adventurer is under 
the guidance of which player 
is determined by randomly as-
signing a card to each player; 
the front side of the board is 
seeded with gems for the first 
lap of the escape.
You roll the die and move any 

adventurer as many steps. For 
a 1, 3, 4 or 6 you can move an 
adventurer standing on a light 
segment of a case, with a 2 you 
can move any adventurer. You 
only count empty cases and 
place the adventurer into the 
dark segment of the final case 
in his move; if the case holds a 
gem, you take it. If you must en-
ter a trap, you move backwards 
to the dragon’s location and 

then three steps forward. When 
all adventurers stand in dark 
segments, the dragon advanc-
es: First you move adventurers, if 
possible, into the light segment 
of their location and then the 
dragon moves up to five steps. If 
he encounters an adventurer, he 
sends him to the lowest empty 
case on the scoreboard and 
stops moving. The first escape 
ends when an adventurer leaves 
the dragon’s lair - adventurers 
still in the lair are placed on the 
scoreboard according to their 
position - or when the dragon 
captures the last adventurer. 
After a second escape played 
on the back of the board you 
win with the highest total from 
placement points for your own 
adventurers plus gems.
A precise, streamlined and fast 
game that offers lots of fun and 
entertainment; the rules are 
easily understood and the light/
dark rule provides the thrill - can 
I manage to roll a Two and move 
one of „my“ adventurers out of 
danger? þ

DRACHENHORT
FLEE THE LABYRINTH  
WITH TREASURES

INFORMATION

Designer: Reiner Knizia
Artist: Nora Nowatzyk + Team
Price: ca. 27 Euro
Publisher: Ravensburger 2015
www.ravensburger.com

PLAYERS:
2-7

AGE:
8+

TIME:
60+

EVALUATION
Tactical race game
Users: For families
Version: de
Rules: de
In-game text: no

Comments: 
Very attractive design * 
Nice mix of lots of chance 
and some tactics * Charac-
ter assignment is difficult to 
keep secret

Compares to:
All race games with hidden character 
assignment 
Heimlich & Co

Other editions:
Currently none

As a Grande you use 30 Cabal-
leros to acquire majorities in 
various regions and to increase 
your influence at court. In each 
round you choose a power card 
for turn order and Caballero 
movement from stock to court. 
An action card determines 
movement of caballeros from 
court into regions and gives 
you options for scoring. Every 
three rounds you score the state 

of the game and win after nine 
rounds with most points.
This new edition on occasion of 
the 20 Year Anniversary comes 
with all expansions:
Großinquisitor & Kolonien - With 
ships caballeros can now reach 
the colonies; additional cards 
introduce more actions and the 
Grand Inquisitor overthrows 
power structures. Grandissimo 
introduces new options, you 

can begin a revolt or imprison 
the King while Jester and Queen 
use their potential. König & 
Intrigant - The cards in this ex-
pansion replace the cards of 
the core game and change the 
game fundamentally. König & 
Intrigant 2 - the former Player’s 
Edition comprises 55 cards that 
were designed by fans of the 
game. König & Intrigant 3 fea-
tures the cards coming from the 
former edition „Unverkäufliche 
Sonderkarten“ and comes with 
suitable components. The Ju-
biläumserweiterung is new and 
consists of five tiles, so-called 
pennants; they are placed under 
a Caballero in his home region 
and decide ties for their owners. 
Pennant carriers cannot trans-
port anything, but can become 
Captain or Viceroy; if necessary 
the pennant can be given to an-
other Caballero.
El Grande is grandiose, not only 
the game itself with all those 
fantastic expansions that com-
plement the game wonderfully, 
but also as regards to design 
and components of the new 
edition. þ

EL GRANDE BIG BOX
NEW AFTER 20 YEARS

INFORMATION

Designer: W. Kramer, R. Ulrich
Artist: D. Matthäus, C. Tisch
Price: ca. 45 Euro
Publisher: Hans im Glück 2015
www.hans-im-glueck.de

PLAYERS:
2-5

AGE:
12+

TIME:
90+

EVALUATION
Development, majorities
Users: With friends
Version: de
Rules: de en es it nl
In-game text: yes

Comments: 
New edition for the 20 Year 
Anniversary * Game of the 
Year 1996 in Germany * 
Comes with all expansions 
so far published plus one 
new expansion

Compares to:
1995 first game of its kind

Other editions:
999 Games, Devir, Giochi Uniti, Z-Man 
(announced)
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As an investigator you solve 
mysteries in order to ban the 
Great Old One. A round begins 
with an action phase for travel-
ing, resting, exchanging, pre-
paring, looking for support and 
using „action“. In the encounter 
phase you fight monsters or re-
solve encounter cards and in the 
myth phase you resolve a myth 
card, including doom marker, 
revenge effects, appearance 

of gates, monsters and clues, 
displaying a rumor and myth 
markers and other events. When 
three mysteries and maybe the 
Last Mystery have been solved, 
investigators win, but there are 
several ways to lose the game.
The expansion “Vergessenes 
Wissen - Forsaken Lore” intro-
duces a new Great Old One 
- Yig, The Father or Serpents, 
complete with his monster 

sheet, new myth cards and new 
mythos cards, for Yig and also 
the Great Old ones featured in 
the core game. Add to this 148 
ne encounter cards, accompa-
nied by artefacts, supports and 
spells as well as a few rules.
A few rules refer to encounters 
with non-epic monsters and 
epic monsters. Most of the new 
rules refer to a new status, “Ver-
loren in Zeit und Raum - Lost 
in Time and Space”. An inves-
tigator in this status removes 
his marker from the board and 
can no longer move or imple-
ment actions, myth cards and 
other effects have no effect on 
him and he cannot contribute 
to group expenses. To return to 
earth and to the game he must 
open a dimension door. 
Vergessenes Wissen provides 
interesting and challenging 
supplements for the game and 
a trying status with „Verloren in 
Raum und Zeit“, and the epic 
monsters are hard to cope with 
- all in all a must-have expansion 
for all fans of the genre. þ

ELDRITCH HORROR
VERGESSENES WISSEN

INFORMATION

Designer: N. Valens, C. Konieczka
Artist: Michael Silsby and Team
Price: ca. 23 Euro
Publisher: Heidelberger 2015
www.heidelbaer.de

PLAYERS:
1-8

AGE:
14+

TIME:
240+

EVALUATION
Fantasy, adventure, horror
Users: For experts
Version: de
Rules: de en fr it jp pl pt ru
In-game text: yes

Comments: 
Needs core game to play 
* Components are added 
to the core game * A few 
new rules

Compares to:
Eldritch Horror and other 
games in the Cthulhu universe

Other editions:
Fantasy Flight Games, Edge Entertain-
ment, and Arclight; announced for 
Galakta, Hobby World, Giochi Uniti, 
Galapagos Jogos

As a games publisher you want 
to attract visitors at SPIEL to 
your booth, sell games to them 
and thus earn most money. In 
this game SPIEL lasts for eight 
rounds, two each for the morn-
ings and afternoons of the four 
days of the fair. In each round 
visitors come to the booths and 
bring money, in relation to buzz 
you created.
On a central board you keep 

track of communal sales, bo-
nuses that can be expected and 
also special offers, ads and so 
on. The individual player boards 
represent exhibitor booths, 
in which there are four demo 
tables that you can change into 
sales tables and also room for 
visitors to queue up. 
On this booth board you play 
five phases in each round: 1) 
Booth Set-up with number of 

visitors, 10-40, they are evenly 
distributed to players who pre-
pare sales and demo tables 
accordingly. 2) Actions with 
options of driving sales, creat-
ing buzz, competing directly or 
claiming special offer / advertis-
ing / special accountant by buy-
ing this from the central board. 
3) Sales with income and adap-
tion prices. 4) Create Buzz to at-
tract visitors. 5) Clean up your 
booth with clearing tables and 
using an accountant tile. After 
eight such rounds you win with 
most money from sales and bo-
nuses.
This is a game of which you ask 
yourself, why it has not been 
done before - the world’s big-
gest games fair is wittily and 
profoundly turned into the top-
ic and mechanisms imitate the 
event very well; all in all a solid, 
well-working game not only for 
insiders and visitors to Essen, 
including a cute detail - money 
is represented by the backside 
of visitor tiles, so you need to 
spend money to ensure that lots 
of visitors can come. þ

ESSEN
DAILY BUSINESS AT SPIEL

INFORMATION

Designer: Harry-Pekka Kuusela
Artist: Joe Pendon, M. Mutwil
Price: ca. 40 Euro
Publisher: LudiCreations 2014
www.ludicreations.com

PLAYERS:
2-4/8

AGE:
12+

TIME:
50+

EVALUATION
Worker placement
Users: With friends
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Of interest also for people 
who do not know Spiel at 
Essen * Topic nicely imple-
mented with well-working 
mechanisms * Can also be 
played by eight people if 
you combine two games

Compares to:
Essen The Game as to topic, other-
wise Worker placement games

Other editions:
Currently none
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PLAYED FOR YOUtFLEA MARKET / FLIEGENSCHMAUS

Market day! You try to buy hid-
den treasures cheaply and to 
sell them for a profit. 16 item 
tokens are randomly distributed 
on the board; each player takes 
two dice and 24$, one player 
is active Agent. The agent rolls 
three item dice - their total de-
termines the item that will be 
sold in this round. If it is still on 
the board, you place it into the 
Sale circle and move the item 

next to the market entry into 
the spot just vacated. When 
the item is already owned by a 
player, this player receives a bo-
nus of the highest visible sum 
on spots on the board that are 
not covered by an item token. 
The item token, together with 
the owning player’s token, is 
placed into the Sale circle. Then 
all players who are not owners 
of the item roll their dice - they 

may re-roll once - and uncover 
the roll simultaneously. The sum 
of the dice results is the offer for 
the item on sale. Then you can in 
order of the amounts of offers - 
either pass or buy the item and 
pay your offer either to the bank 
or to the owner of the item. 
When all players pass the item 
goes either to the agent of the 
round for free, if it is not owned, 
or back to its owner. If you own 
45$ at any time in the game, 
you win instantly. When the last 
item is taken off the board, the 
round is finished and then the 
item dice are rolled once more. 
The owner of the resulting item 
receives 10$ and then you win if 
have most money.
Well, this is definitely a witty 
auction mechanism using dice-
determined bids, and the dilem-
ma of “should I buy if I can? If not, 
the agent might get the item for 
free and thus the chance of a 
bonus” is just enough challenge 
to avoid a pure dice orgy. þ

FLEA MARKET
BARGAIN GRABBING WITH DICE

INFORMATION

Designer: Leo Colovini
Artist: Patricia Raubo
Price: ca. 20 Euro
Publisher: Mayfair Games 2015
www.mayfairgames.com

PLAYERS:
3-5

AGE:
8+

TIME:
30+

EVALUATION
Dice, auction
Users: For families
Version: en
Rules: en
In-game text: no

Comments: 
Series: Fun Fair * Topic nice-
ly implemented * Basically 
exclusively chance-driven 
* Best items are those with 
high dice probability

Compares to:
First game with this mix of mecha-
nisms

Other editions:
Currently none

Flies are smelling it, that won-
derful pile of dirt, for them it is 
„fly candy“ and they fly for it. 
On the way they take a break at 
some other smelly things, but 
must beware of the fly swatter. 
Seven landing pads are laid out 
randomly as track, the „fly can-
dy“ sits at one end, flies begin in 
front of the first pad at the other 
end. 
As the active player you first 

draw a card and implement it 
for the Fly Activity of your turn: 
Flight and Fly Swatter cards are 
placed on any landing pad your 
choice; the Fly Swatter cards 
sends flies that might be on the 
chosen pad back to the start. For 
the Dust Pan & Broom card you 
switch two landing pads, they 
must be ones without flies of 
your own color. For a scent card 
one of your own flies moves to 

the next landing pad. 
Then you do Flying the Fly as 
second part of your turn. You 
must move one of your own 
flies by one or two landing pads; 
each pad can hold any num-
ber of flies of any player. When 
your fly reaches a landing pad 
with a Flight card in your own 
color, you must move forward 
two pads, this can happen sev-
eral times in a row. When your 
fly ends up on a pad with a Fly 
Swatter card, the fly goes back 
to the start, but can fly over a Fly 
Swatter card. IF you reach the 
“fly candy” pile, you disregard 
left-over movement points. 
Whoever is first to have all flies 
at the “fly candy” pile, wins.
Dirt in any guise has established 
itself as a successful topic for 
children games, the somewhat 
yukky touch seems to attract 
children and the flies here are 
a real eye-catcher in this rac-
ing game that uses cards for a 
chance element in fly move-
ments. þ

FLIEGENSCHMAUS
DESTINATION: SMELLY PILE!

INFORMATION

Designer: Dietmar Keusch
Artist: Kai Pannen
Price: ca. 15 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
2-4

AGE:
6+

TIME:
20+

EVALUATION
Racing, events
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Favorite topic * Marvelous 
components, especially the 
fly figures * Cards are used 
for dice and event spots on 
the track

Compares to:
All race games with events

Other editions:
Currently none
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Florence - Renaissance - Family 
- Sponsors - Works of Art! Those 
are all terms that everyone asso-
ciates with Florence and which 
are very nicely implemented 
and interpreted in this card 
game.
In Florenza the Card Game, the 
card version of the board game 
Florenza, you play five rounds 
with four phases each: 1) draw 
artists and monuments; 2) draw 

Florenza cards; 3) take four or 
more actions, and 4) end of 
round. Option for actions are: 
Complete monument or reserve 
monument or artist; activate lo-
cation card, send out workers, 
visit the market or search for 
inspiration. Costs for cards you 
played are paid for with goods. 
At the end of the round you get 
money and three goods, and 
the captain of the next round is 

determined - he is starting play-
er and administrates all actions.
The expansion War and Religion 
introduces the components for 
a fifth and sixth player for Flo-
renza: The Card Game. This is 
supplemented by revised cards 
for “Capitano del Popolo” and 
“Famiglia”, which replace the 
cars from the base game. The 
rules of the base game apply to 
the new purple buildings Tav-
erna and one new Palagio. This 
expansion also introduces cities 
that are hostile towards Flor-
ence - Siena, Pisa and Lucca, as 
well a new Guild cards and two 
new types of cards: Clerics - Ab-
bot and Bishop - allow more ac-
tions and Mercenaries enable 
you to raid hostile cities for re-
sources or money.
War and Religion provides an at-
tractive, well-working extension 
despite offering only a small 
number of cards; the additional 
money and resources come in 
handy and if you like Florenza 
The Card Game, you should ac-
quire the extension, if you have 
enough players for it.  þ

FLORENZA: THE CARD GAME
WAR AND RELIGION

INFORMATION

Designer: Stefano Groppi
Artist: Ivan Zoni und Team
Price: ca. 10 Euro
Publisher: Placentia Games 2014
www.placentiagames.it

PLAYERS:
2-6

AGE:
14+

TIME:
60+

EVALUATION
Play, place and collect cards
Users: For experts
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
An altogether nice and 
interesting extension * 
Money and resources come 
in very handy * The other 
new cards provide interest-
ing details

Compares to:
Florenza The Board Game, Florenza 
the Card Game

Other editions:
Post Scriptum, Golden Egg Games

On the jewel market of Johari 
you trade in gems, beware of 
paste copies and will win with 
most prestige. The game is 
prepared as stated in the rules 
- noblemen are laid out, shops 
on the board and bazaar stalls 
are filled with jewel cards and 
each player takes his own board 
and action cards in his color as 
well as four jewel markers. Each 
of ten market days comprises 

the phases of replenishing the 
market, three market rounds 
and end of the market day, 
which must be resolved in turn. 
At the start of each day a new 
nobleman enters the market; 
noblemen already in the mar-
ket change positions and new 
jewel cards come into play and 
are placed into shops and stalls. 
In the three market rounds you 
play one face-down action card 

onto your own board; then all 
reveal their card, implement the 
action in order of their gold re-
serves and pay the price for buy-
ing, Baksheesh, sale to jewelers 
or collectors, trading in a shop 
or hiring a noblemen, bribes, 
swapping or doppelgänger. 
This cost is modified by noble-
men and card placement area 
and can drop to zero. At the 
end of the market day you take 
your action cards back in hand 
and sort jewel card that you 
acquired with the trade action 
into your display. When the last 
nobleman is in the market, you 
score noblemen, prestige cards 
and types of jewels on your 
player board. 
At first glance a game like many 
others, but only nearly so, be-
cause there are the paste jew-
els that you need to get rid of 
again, but for this in turn you 
need gold, jewels and majori-
ties. The challenge in the game 
comes from the clever use of 
action cards at the best possible 
price. þ

JOHARI
JEWELRY TRADE IN JAIPUR

INFORMATION

Designer: Carlo Lavezzi
Artist: Klemens Franz
Price: ca. 20 Euro
Publisher: Lookout Spiele 2014
www.lookout-spiele.de

PLAYERS:
2-4

AGE:
12+

TIME:
60+

EVALUATION
Set collecting
Users: With friends
Version: de
Rules: de en
In-game text: yes

Comments: 
Good mix of mechanisms * 
Clever timing of actions is 
necessary * Set collecting 
as basic mechanism

Compares to:
Trade games with action 
options

Other editions:
Mayfair Games
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PLAYED FOR YOUtKING’S POUCH / LOONY QUEST

As a feudal lord in a kingdom 
in uproar you use the abilities 
of your subjects to develop the 
land, must armies and amass 
riches, you might even try to 
win favor with remaining mem-
bers of the Royal family.
At the start of a round new 
building cards are laid out and 
then turn order is determined 
according to prestige points. 
Then, a player’s turn begins with 

the Placement Phase - you place 
citizens from the active zone of 
your boards onto buildings of 
the same color on your board 
for special effects or resources 
or additional citizens. In der 
Management Phase you use 
resources thus generated to 
construct buildings, hire char-
acters or conquer areas on the 
main board. In the Rest Phase 
you donate any surplus, collect 

bonuses, transfer used citizens 
to the rest area, fill - if empty - 
the bag und then draw citizens, 
always one bay one and you 
can decide - by carefully feeling 
for shapes - to draw Common 
Citizens or Corrupt Officials 
(they are of cylindrical shape) 
or Soldiers, Merchants or Cler-
ics (Cube shapes). Only when 
the bag is empty, do you return 
citizens from the rest areas to 
your bag. After three rounds 
you score character cards and 
conquered areas. After nine 
rounds buildings are scored in 
the final scoring and you might 
lose points due to corrupt offi-
cials. Whoever has acquired the 
most prestige, wins.
The similarities to deck building 
mechanisms are intended and 
mentioned in the rules: here 
and there you encounter scarce-
ness of resources at the wrong 
time and also various strategies 
to get a grip on the chance ele-
ment of drawing from the bag, 
which results in interesting 
games and a high replay value. 
þ

KING’S POUCH
CITIZENS OUT OF THE BAG

INFORMATION

Designer: Kee W. Kim
Artist: Jun ho Na
Price: ca. 28 Euro
Publisher: Korea Board Games 14
www.divedice.com

PLAYERS:
2-4

AGE:
8+

TIME:
60+

EVALUATION
Worker placement
Users: With friends
Version: multi
Rules: de en kr
In-game text: no

Comments: 
Graphics a bit unclear * 
Otherwise good rules * 
Rather long playing time * 
High replay value

Compares to:
Deck building games, 
worker placement games

Other editions:
Currently none

King Fedoor of Arcadia needs 
an heir, summons heroes and 
sends them off into different 
worlds where they must cope 
with loonies and tricks of other 
players.
On 21 double-sided boards you 
find 42 levels from seven dif-
ferent worlds, the last world of 
each level is always featuring 
the really evil boss. Levels fea-
ture missions that must be com-

pleted within the time limit and 
also quests. A level is resolved in 
three steps: First you hand out, 
if you want, prank markers; then 
you look at mission and quest 
of the level and draw the neces-
sary lines on your screen - lines 
that connect, circles that en-
close objects or dots that mark. 
Then you check your drawing 
by putting your foil over the 
board: for valid drawings - ele-

ments must not touch or cross 
each other or branch off, the 
maximum number must be 
correct and all types of drawing 
used must be allowed - you col-
lect experience points and also 
bonus or penalty tiles.
Penalty and prank tiles intro-
duce obstacles like „use your 
other hand“, or barriers that 
must be circumvented. Touch-
ing neutral objects has no in-
fluence on winning or losing 
of points. When one world has 
been completed, you win with 
most experience points.
Loony Quest brings an inge-
nious idea for a game, memory, 
concentration and exactness 
are needed, and it is one of 
those game where copying 
your fellow player does not 
profit you. The fun in this game 
is enormous, and one is al-
ways surprised how far astray 
memory can led you and one 
is pleased about completed 
quests and missions. But avoid 
fighting over “but this line does 
touch this object”, because Loo-
ny Quest is not the game and 
place for it. þ

LOONY QUEST
CIRCLE FOUR CHESTS, AVOID THE PEDESTAL

INFORMATION

Designer: L. Escoffier, D. Franck
Artist: Paul Mafayon
Price: ca. 30 Euro
Publisher: Libellud / Asmodee 14
www.libellud.com

PLAYERS:
2-5

AGE:
8+

TIME:
20+

EVALUATION
Memory, drawing
Users: For families
Version: de
Rules: cn de en fr pl
In-game text: no

Comments: 
Marvelous game idea, very 
nicely implemented * Rules 
could be better structured 
* Some problems might 
arise with pens and foil * 
Demands and stimulates 
concentration

Compares to:
First game of its kind

Other editions:
French at Libellud, Polish at Rebel.pl, 
Hungarian and others are announced
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Ludix is a dice game on Roman 
numerals. All four dice show the 
letters L-X-X-V-I-I-, representing 
Fifty-Ten-Ten-Five-One-One. 
Interestingly, the numbers C = 
100, D = 500 and M= 1000 are 
missing. By rolling all dice and 
making up numbers you want 
to be first to collect 300 points 
and win. 
In your turn you roll all four dice 
and then arrange them from left 

to right to form a correct, valid 
and as valuable as possible Ro-
man number and write down 
this number. After this you 
have the option to let this num-
ber stand as your score of the 
round and pass the turn to the 
next player. Or you can decide 
to continue, roll again, form a 
valid number and add it to your 
previous number. Then you de-
cide again if you want to stop or 

continue. This can be repeated 
as long as you are able to form a 
valid Roman number with your 
dice results. If you cannot form 
a valid number after a roll, you 
lose all previous results of the 
round.
If you are no longer or not at all 
familiar with the rules govern-
ing the formation of Roman 
numbers, you find a concise, 
easily understood explanation 
in the rule booklet, and also 
some interesting historic facts 
on dice games. Furthermore, 
there is a list of the 14 possible 
valid dice results which will yield 
the highest scores, and also a list 
of 21 invalid results. If you reach 
or top 300 points, you win at 
the end of the round with most 
points.
A very cute, unusual game for 
in-between, that can be played 
anywhere due to its handy size; 
the risk mechanism is familiar, 
the Roman numbers maybe not, 
but fun is had by all! Interesting, 
quick and a fun flash-back to 
school that is worth having a go 
at it! þ

LUDIX
NUMERI IACTA SUNT

INFORMATION

Designer: Niek Neuwahl
Artist: Klemens Franz
Price: ca. 10 Euro
Publisher: Piatnik 2014
www.piatnik.com

PLAYERS:
2-6

AGE:
10+

TIME:
10+

EVALUATION
Dice, Roman numerals
Users: With friends
Version: multi
Rules: cz de en fr hu it
In-game text: no

Comments: 
Cute game idea * Coop-
eration with Le Musée 
Suisse du Jeux * Very good 
rules booklet including 
examples and historic infor-
mation on dice games

Compares to:
Basically calculating games, first 
game on Roman numerals

Other editions:
Currently none

Two players or teams want to be 
first to connect two opposing 
sides of the game board with 
fire stones. The board shows 
hex cases in four colors, some 
of them bigger, player or teams 
have 52 cards with 13 cards for 
each of the hex colors, plus two 
supply cards that are on display 
openly with two specified start-
ing values. 
In your turn you must either 

draw cards or hand cards to 
your partner or place a tower 
or connect towers. If you draw 
cards or hand on cards, you 
choose a supply card, draw the 
stated number of cards and turn 
over the card; a limit of 15 hand 
cards applies. Towers are placed 
on the big hexes or on your 
own base line, you play as many 
cards in the hex color as there 
are levels in the tower, for the 

base line a card of any color. A 
tower is marked with your own 
fire stone. Opposing towers out-
side their base line can be taken 
over and marked with one level 
more and the corresponding 
number of cards in the hex col-
or. Towers are connected with 
fire stones, for each stone you 
discard a card in the respective 
hex color and must complete 
the connection within one turn. 
Connected towers are safe from 
takeovers. 
Partners cannot communicate 
verbally. IF a team runs out of 
fire stones, it loses the game in-
stantly.
At first glance Lumis is a mix of 
Twixt and Kingdom Builder, at 
second glance it is an indepen-
dent, well-working race that 
works best with four players. It 
is thoroughly challenging due 
to lack of communication and 
the element of luck in drawing 
cards. And then there is the per-
manent dilemma - high towers 
to protect them or rather collect 
cards and connect them quickly.  
þ

LUMIS
DER PFAD DES FEUERS

INFORMATION

Designer: Stephen Glenn
Artist: Claus Stephan und Team
Price: ca. 35 Euro
Publisher: Kosmos 2015
www.kosmos.de

PLAYERS:
2, 4

AGE:
10+

TIME:
30+

EVALUATION
Placement, connecting, 
abstract
Users: With friends
Version: de
Rules: de
In-game text: no

Comments: 
Unnecessary scarceness of 
components * Plays much 
better in two teams than 
with two players * Good 
Rules

Compares to:
Twixt and Kingdom builder for some 
mechanisms

Other editions:
Currently none



WIN The Games Journal now also available as eBook!
For all information on that check our website.www.gamesjournal.at 35ISSUE 480 / JUNE 2015

PLAYED FOR YOUtMISS KIPIK / MONSTER HERO ACADEMY

Miss Kipik is an eye-catching 
and attractive dexterity game in 
which you need to fish insects 
out of the spider’s web without 
alarming the spider.
All insects are inserted into the 
holes at the edge of the spider 
web, you can only switch on the 
Miss Kipik mechanism when 
all insects are placed. When 
switched on, Miss Kipik begins 
to turn and her legs move over 

the insects. In Level one the ac-
tive player turns the spinner 
and tries to save, that is, pick 
out as many insects as possible. 
When Miss Kipik does not wake 
up, he can keep all the insects 
he picked up. But if Miss Kipik 
wakes up and begins to jump, 
the active player must close the 
hole that activated the trap by 
putting back an insect into the 
correct hole. If he manages to 

pick the right hole, Miss Kipik 
calms down, stops jumping and 
begins to turn again. If you are 
first to save the necessary num-
ber of insects, you win.
In Level 2 of the game your task 
is to save four insects of the 
same family, that is, insects with 
a peg of the same color. Again 
players take their turns until one 
of them has saved four insects 
with the same peg color.
Children seem to want action 
in their games - somehow they 
love it if things are happening 
and one can get such a nice 
fright, doesn’t matter if it is the 
Crocodile biting when you pull 
out the right, that is, the wrong 
tooth or if the spider suddenly 
jumps up because you have 
sprung the trap - the main thing 
is, something happened and 
only the fun in playing is impor-
tant and that fun is surely given 
with this gaudy garish spider 
girl and the nice details - all in-
sects of the same top color are 
different! þ

MISS KIPIK
SAVE INSECTS FROM THE SPIDER WEB

INFORMATION

Designer: not named
Artist: not named
Price: ca. 20 Euro
Publisher: Asmodee 2014
www.asmodee.com

PLAYERS:
2-4

AGE:
4+

TIME:
10+

EVALUATION
Pick objects, spring trap
Users: For children
Version: de
Rules: de fr
In-game text: no

Comments: 
Pretty, colorful action game 
* Nice details * Standard 
game mechanism nicely 
varied * Needs batteries

Compares to:
Kroko Doc and other 
springing-the-trap games

Other editions:
Asmodee France

For testing purposes you are 
a teacher and choose the best 
students for a test and acquire 
a good reputation when they 
excel in it. Students have values 
for skirmish, magic and ruse 
and also a special ability that is 
triggered when the card is re-
vealed. The rounds of the game 
are comprised of several phases 
that all players implement in 
turn. At the start of the round a 

test card is laid out, it shows the 
name of the test, a stat icon and 
a special bonus. The stat icon 
determines the student values 
that will be compared for the 
test. Then, you choose s stu-
dent by drafting - you choose a 
card from the student deck and 
then hand the deck on to the 
next player. Then each player 
chooses one of his five teach-
ers and lays him out face-down. 

Finally, each player takes Op-
ponent deck, takes the top card 
and gives it openly to any player 
of his choice who does not yet 
have such a card. Now all players 
reveal their student and teacher 
cards; at this point you can use 
special abilities on those cards, 
followed by the implementa-
tion of opponent cards, which 
only happens when the condi-
tions for activating the special 
abilities are met. The final score 
from the cards is calculated and 
the three players with the best 
results are receiving their re-
wards and advance their mark-
ers on the reputation track. After 
four rounds you win with the 
best reputation.
Despite drafting of the students 
all is rather chance-driven, as the 
teacher cards that were used are 
taken out of play, but test, op-
ponent and student cards are all 
used in each round. The topic is 
wittily implement, the monsters 
are cute and the opponents evil 
in this nice filler game.  þ

MONSTER HERO ACADEMY
WANTED: THE BEST STUDENTS

INFORMATION

Designer: A. R. Ibrahim
Artist: C. W. Bing, A. R. Ibrahim
Price: ca. 12 Euro
Publisher: Blue Mana Games 14
www.bluemanagames.wix.com

PLAYERS:
2-6

AGE:
10+

TIME:
30+

EVALUATION
Card comparison
Users: For families
Version: en
Rules: en
In-game text: yes

Comments: 
Very much chance-driven 
* Cute drawings and char-
acters * Good for beginners 
and casual players

Compares to:
All games with summing of 
card values for a ranking

Other editions:
Currently none
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Travel to many cities all over 
Europe! From the stack of car 
and action cards you are dealt 
five cards. From the stack of 
city cards four are laid out in a 
column, representing city lines. 
A player turn comprises one of 
four action options: 1) Place a 
car cards to the left or right of a 
city card and draw a card; each 
kind of car card can only appear 
in a city line once and there can-

not be more cards in a city line 
than stated on the city card. 2) 
Play an action card and draw a 
card; action cards enable you 
to remove cards from city lines. 
3) Play a car card into your per-
sonal display; there can be mul-
tiple copies of a car card in your 
display. The total of cards in your 
display and in your hand cannot 
exceed five cards. 4) Take back a 
card from your display into your 

hand. If necessary, the discard 
pile of car and action cards is re-
shuffled for a new draw pile. Af-
ter implementing one of those 
options, you can take a city card 
when the cards in the line corre-
spond to some or all of the cards 
in your display. The cards in the 
city line and the corresponding 
cards in your display are discard-
ed; the city card is replaced with 
a card from the stack. When 
there are only three city cards 
left on the table, you score the 
value of your city cards and then 
set aside one city card for each 
type of flag on your card and 
then score one point for each 
remaining flag. 
This is an unusual set collect-
ing game; you need to collect 
the set twice to take a card, and 
your intentions are quite visible 
to all other players. Sometimes 
action cards therefore be put to 
very good use! A good and well-
working idea! þ

MOSCOW TO PARIS
TO CITIES ACROSS EUROPE IN A TRAIN

INFORMATION

Designer: Yevgeny Nikitin
Artist: Kolosovskaya, Sukhovey
Price: On demand
Publisher: Hobby World Inter. 14
www.hobbyworld.ru

PLAYERS:
2-4

AGE:
6+

TIME:
30+

EVALUATION
Set collection
Users: For families
Version: en
Rules: en ru
In-game text: no

Comments: 
Standard basic mechanism 
* Double set collection is 
a challenging detail * You 
need to keep an eye on 
your fellow players’ displays

Compares to:
Set collecting games

Other editions:
Russian edition

In the sequel to K2 you are a 
mountain guide who wants 
to get as many clients as pos-
sible safely to the summit and 
back down again. There is a 
double-sided board, featuring 
an easy and a difficult track to 
the summit. Player actions are 
done using cards from identical 
decks of cards for all players. You 
must plan camps and also the 
amount of oxygen you want to 

take, because only oxygen gives 
you acclimatization cards which 
ensure the survival of your cli-
ents up on the mountain.
For clients you can choose 
trained climbers or rich, pres-
tigious amateurs. Climbers are 
easier on the whole, but you 
need to take up a bigger group 
and that in turn is a disadvan-
tage, because each person 
more means higher risk. You 

also need to recon with weather, 
which is always a deciding fac-
tor in the mountains.
You play days = rounds of five 
phases, which are all - with the 
exception of Phase 3 - done si-
multaneously by all players: 1) 
Choice of cards - you choose 
three out of six cards and place 
them face down, then all reveal 
them at the same time; at the 
start of the phase you can use 
oxygen. 2) Whoever has the 
highest amount of move-up-
ward-points in his cards chooses 
a risk marker 3) Actions - Load or 
unload guide, movement, place 
camp, adapt acclimatization, 
etc. 4) Check acclimatization; if 
the value falls below 1 for a cli-
ent, the client dies and costs you 
3 or 4 victory points. 5) End of 
Round. After 18 days you win 
with most victory points.
This is - again - a well-working 
simulation of events on the way 
to the summit, very similar to 
the prequel, again with a clear 
emphasis on planning and strat-
egy. þ

MOUNT EVEREST
REACH THE SUMMIT WITH TOURISTS

INFORMATION

Designer: Adam Kałuża
Artist: B. Fedyczak, J. Nocon
Price: ca. 40 Euro
Publisher: REBEL.pl 2013
www.wydawnictwo.rebel.pl

PLAYERS:
2-5

AGE:
10+

TIME:
90+

EVALUATION
Cards, Mountainieering
Users: With friends
Version: multi
Rules: en pl
In-game text: no

Comments: 
Sequel to K2 * Boards can 
be used to expand K2 * 
Similar mechanisms to K2, 
changes in details

Compares to:
K2, Himalaya Expedition, 
Race to the summit

Other editions:
Heidelberger Spieleverlag, an-
nounced
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PLAYED FOR YOUtNEUROSHIMA HEX: MISSISSIPPI / NEW DAWN

In 2050 Mississippi is only one 
huge toxic sewer that comes 
directly from the interior of the 
Moloch Territory. Only a few can 
live in this poisonous desert and 
the Warriors of the Mississippi 
fight using deadly poisons and 
diseases. Main advantages of 
the Mississippi Army is its ability 
to poison the enemy HQ with 
Venom, thwart enemy plans 
and also a remarkably ability 

to resist attacks. Disadvantages 
of this army are a low number 
of warriors, their low attack 
strength and lo mobility as well 
as a total lack of armor and low 
toughness.
New features in the game and 
new rules are: Foundation tiles 
- these tiles are placed only on 
an empty Hex and ca place your 
own or enemy units on them 
or push them onto those tiles, 

etc. Foundation tiles themselves 
are not considered to be units 
and con only be destroyed by 
Instant Action tiles, Foundation 
tiles do not block line of sight 
and a hex holding only a foun-
dation tile is considered to be 
not occupied.
Poisoning is a new kind of at-
tack, which cn be reflected but 
not absorbed by medics and 
therefor is no melee attack. 
Units with the Venom ability 
would enemies and at the same 
time poison them; at the be-
ginning of each battle the unit 
takes damage from one wound 
due to poisoning. When after a 
battle, no unit or HQ has taken 
damage and no tile was re-
moved from the board, the play-
er with most Toughness points.
Bleak End Time atmosphere 
dominates this fifth army ex-
pansion for Neuroshima Hex!, 
too; the conflict when using this 
army is reduced to attempts to 
poison an opposing HQ and 
this HQ’s defense mechanisms 
against poisoning. þ

NEUROSHIMA HEX: MISSISSIPPI
WEAPONS ARSENAL WITH DISEASES AND VENOM

INFORMATION

Designer: Michal Oracz
Artist: M. Bielski, M. Mutwil
Price: ca. 8 Euro
Publisher: Portal Publishing 2014
www.portalpublishing.eu

PLAYERS:
2-4

AGE:
10+

TIME:
30+

EVALUATION
Conflict simulation
Users: With friends
Version: en
Rules: en fr pl
In-game text: no

Comments: 
Fifth Army Expansion for 
Neuroshima Hex! * New 
Army with new abilities and 
weapons * Well-working 
simulation with relatively 
short playing times * For 
fans of the genre only

Compares to:
Other expansions for Neuroshima 
Hex!

Other editions:
Iello, Portal Publishing (Polish)

The sequel game to „Among the 
Stars“: The future has not come 
to pass quite as planned, so the 
Alliance is aiming to reconstruct 
and colonize some abandoned 
planets and space stations in 
order to ensure the stability 
and existence of the Alliance. 
As an Alliance official you want 
to explore and revitalize a sec-
tor of the galaxy, by developing 
technologies and sending out 

ambassadors.
In five rounds you play those 
phases: 1) Production - For bas-
es that you placed on the Main 
Board you receive resources as 
indicated on your player board. 
2) You draw Facility cards from 
four decks. 3) You choose a Fa-
cility card from your hand and 
place it on the main board next 
to another facility and - at your 
choice - use the ability of the 

facility. 4) You buy technology - 
one available technology from 
the deck of your own race and 
place it on your player board. 
5) Move a Mobile Head Quarter 
MHQ). 6) Do actions from the 
options of take resources, set up 
a base, take over control of a fa-
cility, use an ambassador or buy 
a MHQ as well as 7) support the 
Alliance. After five rounds you 
add up victory points yielded by 
bases, facilities, technology, as-
sistance to the Alliance, MHQs, 
victory points markers, and so 
on, and win with most victory 
points.
A very harmonious game with 
many strategic options and a 
dense and challenging mood 
and the feeling that - despite 
playing a SciFi setting - things 
could happen that way. The 
fantastic graphics and good 
components contribute to this 
feeling, there is lots of interac-
tion about bases and many op-
tions from facilities and MHQs, 
supplemented by modules like 
stations and sectors as variants.  
þ

NEW DAWN
CAN THE ALLIANCE SURVIVE?

INFORMATION

Designer: K. Kokkinis, S. Tsantilas
Artist: A. Papantoniou, G. Vorgia
Price: ca. 40 Euro
Publisher: Artipia Games 2014
www.artipiagames.com

PLAYERS:
2-4

AGE:
12+

TIME:
120+

EVALUATION
SciFi, development
Users: With friends
Version: en
Rules: en
In-game text: yes

Comments: 
Beautiful graphics and 
components * Lively flair, 
lots of atmosphere * Lots of 
strategy options and lots of 
game depth

Compares to:
Among the Stars

Other editions:
Stronghold Games, USA
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At long last monsters are al-
lowed to harass and rile other 
monsters, they can push and 
shove and make them fall over 
the edge - stop, this is not al-
lowed, no monster should fall 
off the arena.
The arena sits in the middle 
of the table; at the start of the 
game you place seven out of 27 
wooden monsters in the arena, 
as stated in the rules, nicely next 

to each other, not jutting out 
over the edge and with their 
sticker side up. Then the jostling 
can begin.
The active player rolls the die 
and takes this monster, or - if he 
rolled the question mark - the 
monster of which there are still 
the most copies in stock, puts 
it on the big slide and tries to 
push the monster completely 
into the arena, using only both 

slides. As soon as the monster is 
on the slide you cannot touch 
if with your hand anymore, un-
less it falls off the slide - in this 
case you can put it back on the 
slide without penalty. Other 
monsters in the arena can be 
pushed, shoved or turned, with 
the slides only, they can also jut 
out over the edge, this is forbid-
den only to the active monster! 
You can also carefully turn the 
arena. When a monster falls off 
the arena, each player but the 
active one gets a tile showing 
the fallen monster. When some-
one rolls a monster that is no 
longer in stock, you win with 
the longest row of monster tiles.
Monsters always go well with 
children in games, especially 
when accompanied, as in this 
game, by easy rules and simple 
components as well as lots of 
fun. And there is even a bit of 
tactic, because if you have to 
push a monster off, then choose 
a small one! And if the die be-
haves, there is huge fun to be 
had by all! þ

PUSH A MONSTER
THERE’S ROOM FOR ONE MORE!

INFORMATION

Designer: W. Dirscherl, M. Reindl
Artist: C. Stephan, M. Hüter
Price: ca. 30 Euro
Publisher: Queen Games 2015
www.queen-games.de

PLAYERS:
2-4

AGE:
5+

TIME:
15+

EVALUATION
Dexterity
Users: For children
Version: multi
Rules: de en fr
In-game text: no

Comments: 
Nice story * Good, short 
rules * Bad luck in rolling 
die can rile smaller children 
* Good training for hand-
eye coordination

Compares to:
Dexterity games asking for filling 
up space

Other editions:
Currently none

Based on the tile placement 
game of the same name you 
use, in this variant, cards show-
ing the familiar symbols; each 
symbol is present in the game 
three times in each of the six 
colors. All cards are shuffled and 
you are dealt nine cards.
You place color groups or sym-
bol groups and try to form 
Qwirkle made up from six differ-
ent symbols of the same color or 

the same symbol in six different 
colors. The active player plays a 
minimum of three cards to be-
gin a new row, or at least one 
card to add it to a row. Thus, a 
row always consists of a mini-
mum of three cards, and the 
same card can never be twice in 
the same row. 
You can also play only one card 
from your hand and take the 
rest of the necessary cards from 

rows on the table to begin a 
new row. In one turn you can 
add cards to several rows and 
can also dissolve rows and re-ar-
range them, the only condition 
for this is that at the end of the 
re-arrangement each row must 
hold a minimum of three cards. 
If you cannot place a card at all, 
you draw - after a check of your 
cards by the other players - nine 
new cards.
If you form a Qwirkle, you take 
the six cards of the Qwirkle and 
set them aside. You can at any 
time check each of those stacks, 
also those with other players, 
for checking which cards are 
already out of play. When the 
last card is drawn, you win at 
the end of the round with most 
Qwirkle.
A very nice version of the basic 
game idea, the re-arranging of 
the rows and the removing of 
cards from rows to start new 
ones, offers more options, but 
also moves the game even more 
in the vicinity of Rummy, which 
of course does not distract all 
from the fun you can have with 
the game. þ

QWIRKLE CARDS
FORM A QWIRKLE  
AND TAKE THE CARDS!

INFORMATION

Designer: Susan McKinley Ross
Artist: not named
Price: ca. 8 Euro
Publisher: Schmidt Spiele 2015
www.schmidtspiele.de

PLAYERS:
2-4

AGE:
8+

TIME:
30+

EVALUATION
Set collecting
Users: For families
Version: multi
Rules: de fr it
In-game text: no

Comments: 
Nice version * More 
similar to Rummy due to re-
arranging and taking out 
of cards * Flair of Qwirkle 
remains

Compares to:
All editions of Qwirkle, Rummy

Other editions:
Currently none
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PLAYED FOR YOUtRAUMSTATION THESEUS / REIDEMEISTER

Four factions fight for control 
and dominance over Space 
Station Theseus - Marines, Sci-
entists, Greys and Aliens who ei-
ther need to eliminate their op-
ponents or acquire knowledge 
and data. The space station is 
set up with sector boards - three 
neutral ones and one sector for 
each active faction. A player 
turn comprises Movement, Ac-
tion Card, Sector Action and 

Pending Action Card phases. 
In a turn a unit moves, always 
clockwise around the station. In 
the target sector you check for 
damage or triggered traps and 
then - depending on the occu-
pation status of the sector - you 
fight or remove an opposing 
unit. Cards that were installed in 
the sector beforehand can now 
be used. Finally, you can install 
cards in the “Pending Card” slots 

of the sector of remove those of 
other factions.
In a game for two players you 
win instantly if you reduce your 
opponent to 0 life points or col-
lect 20 data packages. Other-
wise, you win at the end of the 
game with the highest total of 
remaining life points and data 
packages. 
A remarkable feature of Raum-
station Theseus is the balance 
among faction despite huge dif-
ferences in individual abilities. 
You can never wait passively 
until the others eliminate each 
other, you must actively cause 
damage and collect data. Any-
how, you need to keep a close 
watch on possible actions of 
your opponents, because each 
movement has effects and con-
sequences for those of your op-
ponents and you always need to 
ponder consequences carefully. 
Therefore Raumstation Theseus 
is at its best when played by a 
group that is familiar with it be-
cause this lets you experience 
the niceties of the game best. A 
SciFi game as it should be! þ

RAUMSTATION THESEUS
FOUR FACTIONS IN DEADLY CONFLICT

INFORMATION

Designer: Michał Oracz
Artist: T. Jeduszek und Team
Price: ca. 35 Euro
Publisher: Pegasus Spiele 2014
www.pegasus.de

PLAYERS:
2-4

AGE:
10+

TIME:
60+

EVALUATION
SciFi, conflict
Users: With friends
Version: de
Rules: de fr pl
In-game text: yes

Comments: 
Each faction is different, 
but able to win * Remark-
able combat scoring for 3 
players * Fifth Faction for an 
advanced game * Marvel-
ous flair and mood

Compares to:
Other Sci-Fi conflicts, turn mechanism 
is first of its kind

Other editions:
Iello, Portal Publishing

As an apprentice to a knot 
master in Topologia you con-
trol strings and form patterns 
shown on cards with them. Each 
player has a set of strings - one 
yellow string made up from 
two interlinked circles, two red 
strings and one blue string - 
and three markers for three 
points. The blue string is used 
for shapes made up from one 
circle, the red strings are used to 

make up shapes of two separate 
circles. Two cards are on display 
and all choose one of the imag-
es to replicate. If you are done, 
you say “Reidemeister” and, as 
the current Reidemeister, turn 
over the timer for 10 seconds 
checking-time. When there is 
no protest within this time, the 
Reidemeister gets the points 
stated on the card as markers 
from stock. 

If there is a protest and there is a 
mistake in the shape, the Reide-
meister must give the points on 
the card to the Protester; if you 
do not have enough you give 
him what you have. If there is 
protest and there is no mistake 
in the replication, you as Reide-
meister get the points as noted 
on the card and all other players, 
with the exception of the Pro-
tester, get one point from stock. 
If you accumulate 18 points, you 
win. 
In the Race Variant each player 
has his own deck and try to get 
through it as fast as he can. The 
Reidemeister of the round dis-
cards his card if his replicate was 
without mistake. In the version 
for children you play without 
scoring.
A new string game from Japan 
that sounds easy and is not easy 
at all; the challenge begins al-
ready with understanding the 
task set by the image - which 
string goes above in a crossing 
and which one goes below? 
Tricky, interesting and, all the 
same, a lot of fun. þ

REIDEMEISTER
CROSSING STRINGS

INFORMATION

Designer: B. Ito, K. Shibucho
Artist: BakaFire
Price: ca. 22 Euro
Publisher: BakaFireParty/JaponBrand 15
www.japonbrand.com

PLAYERS:
2-5

AGE:
10+

TIME:
20+

EVALUATION
Pattern replication, topology
Users: With friends
Version: multi
Rules: de en fr jp
In-game text: no

Comments: 
Seemingly simple mecha-
nism * Great challenge for 
spatial thinking * Three 
versions included

Compares to:
Puzzles demanding pat-
tern recognition and arrangement 
repetition

Other editions:
Currently none
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You are the leader of a group 
of survivors and are thus re-
sponsible for their fate; you try 
to ensure their survival by con-
quering new land for resources 
and fighting Zombies and other 
groups of survivors.
In the mode Überleben each 
player turn begins with a Zom-
bie outbreak - you draw territory 
cards and place Zombies; en-
counters with survivors are re-

solved instantly - and an event. 
Then survivors receive reinforce-
ments and attack; finally, you 
regroup survivors in controlled 
territories. For conquered areas 
you receive ammunition chests, 
which you can, when reinforc-
ing the group, exchange for 
additional survivors. When the 
card Overrun is drawn, each 
player has one more turn to fin-
ish the round and then you win, 

after a final outbreak of Zom-
bies, with most points from con-
trolled regions and locations, 
zone supplements and bullets. 
In the variant Eroberung - an 
updated version of the basic 
Risk - you must conquer all re-
gions and be the only survivor. 
Five can play, one player takes 
on the role of Zombies. Zombies 
are treated no differently from 
other groups and there is no 
bonus for fighting zombies. The 
variant lets you choose between 
two procedures to arrive at a 
starting situation, either by us-
ing area cards or be rolling dice 
for the order of placing markers. 
Thin you take your turns: You 
first receive additional markers 
and place them, then you attack 
areas occupied by opposing 
groups and then, if applicable, 
receive ammunition chests and 
regroup your survivors.
A very good adaption to the 
topic featuring nice details, a 
variant this of interest to fans of 
the mechanisms in Risk as well 
to fans of the topic. þ

RISIKO THE WALKING DEAD
SURVIVAL EDITION

INFORMATION

Designer: not named
Artist: not named
Price: ca. 50 Euro
Publisher: Winning Moves 2014
www.winningmoves.de

PLAYERS:
2-5

AGE:
13+

TIME:
60+

EVALUATION
Dice, area conquest, horror
Users: With friends
Version: de
Rules: de en
In-game text: yes

Comments: 
Rules changes as regards to 
the Original Risk * Attrac-
tive components, adapted 
to the topic * Two versions 
* The board shows areas 
in the US

Compares to:
All other variants of Risk with a license 
topic

Other editions:
USAopoly in English

Old pirate captain Käpt’n 
Raffzahn want to leave his ship 
to the pirate who will be first to 
assemble his ship from four ship 
part tiles.
Stacks with four different parts 
of a ship, face-down images, 
„Jack Boards“, and treasures in 
eight shapes and five colors 
are set ready on the table. On a 
signal all start to play simultane-
ously and take one treasure at 

a time and put it into the chest, 
whereby they try to fill the chest 
in an optimum way. If you are 
done or the timer has run out 
you put the lid on the chest, it 
must shut correctly and lie flat 
on the chest. If a gap is visible 
you must take out treasures 
from the chest until the lid 
closes properly, and you are not 
allowed to rearrange treasures 
in the chest. Then the top “Jack 

Board”  is turned over. Each play-
er in turn now empties his chest 
and compares the treasures he 
collected to the treasured de-
picted on the Jack Board. Every 
treasure that is identical in color 
and shape to a treasure pictured 
on the board must be discarded; 
for control purposes you are al-
lowed to place a treasure on the 
image on the board. When all 
have checked their treasures the 
player who has most treasures 
left may take a tile from one of 
the ship part stacks for his pirate 
ship. Whoever has completed 
his ship first, wins.
A bit hectic, a bit stressful and 
busy, but lots of fun - and lots 
of diligence and a bit of luck are 
necessary, because only after 
collecting the treasure you will 
find out which treasures go to 
Pirate Jack as reward for his ser-
vices, unless you play the variant 
in which the Jack Board is re-
vealed beforehand and you try 
to avoid the treasured pictured 
on it. þ

SCHATZ RABATZ
WHO IS HEIR TO KÄPT’N RAFFZAHN?

INFORMATION

Designer: Karin Hetling
Artist: Johann Rüttinger
Price: ca. 20 Euro
Publisher: Noris Spiele 2015
www.noris-spiele.de

PLAYERS:
2-4

AGE:
5+

TIME:
20+

EVALUATION
Dexterity
Users: For children
Version: multi
Rules: de en fr it
In-game text: no

Comments: 
Series „… mit Spielmate-
rial aus hochwertigem 
Holz - made in Germany“ * 
Lovely components * Good 
training for dexterity and 
spatial thinking * Variant 
with open “Jack Board”

Compares to:
All dexterity games with filling space

Other editions:
Currrently none
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PLAYED FOR YOUtSEVENTH HERO / SPINDERELLA

Seven heroes are necessary to 
defeat Maedoc the Destroyer. 
The game comprises 77 heroes, 
eleven each with numbers 1 
to 7. As a starting display each 
player receives two different 
heroes randomly, which he dis-
plays openly as his hero group. 
Then you draw five more cards 
in hand.  As the active player you 
turn over the top card from the 
draw pile and outs it openly on 

the discard pile. This card indi-
cates the condition the hero of 
the round must meet. You then 
choose a suitable hero from 
your hand and pass him face-
down to your left neighbor. If 
you have no suitable card, you 
take a hero from your group or, 
failing this, pass a face-down 
card from the draw-pile to your 
neighbor. This player then re-
cruits the hero by taking him 

up in hand or hands him on, still 
face down. If the hero returns to 
you, you must recruit him. Re-
cruited heroes are placed into 
your group, or, if he is a second 
hero of the same kind, discard 
both of them on your stack of 
dead heroes. 
You can use cards from your 
hand to get a tip from the ac-
tive player and you can - once 
in the course of the game - use 
the special ability of each hero 
in your group. If you can collect 
six out of seven heroes in your 
group, you win. If nobody man-
ages this, you win with most 
heroes, when the draw pile is 
empty.
Seventh Hero is yet another ex-
ample for the range of fantastic 
games coming from Japan - of-
fering short, concise rules, play-
ing quickly and providing a very 
entertaining mix of railing other 
players, memorizing informa-
tion and deduction as well as 
tactic as regards to choice of 
cards and timely use of hero 
abilities. þ

SEVENTH HERO
LEGENDARY WARRIORS

INFORMATION

Designer: Kuro
Artist: Zenzhou Chen
Price: ca. 10 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

PLAYERS:
3-5

AGE:
8+

TIME:
30+

EVALUATION
Set collecting
Users: For families
Version: de
Rules: de en fr jp
In-game text: yes

Comments: 
Standard topic * Very 
good mix of mechanisms * 
Simple rules

Compares to:
Set collecting games using 
drafting

Other editions:
Alderac Entertainment, Iello, Manifest 
Destiny

Spiders Roberto and Klaus are 
letting their spider Spinderella 
down on a rope, they want to 
play and grab ants that are run-
ning a marathon in the track be-
low and take them back to the 
start. Roberto and Klaus move 
on top on the spider web board 
and with their movement move 
Spinderella who hangs on the 
rope.
Each player puts his three ants 

on the starting spot. In your turn 
you roll all three dice. When the 
green picture die shows a spider 
you move Roberto or Klaus on 
top on the spider web board, 
as many steps as the white die 
indicates. You must take care 
to never leave more than 2 red 
dots distance between the two 
spiders, because otherwise they 
might lose Spinderella. When 
Spinderella descends on an ant 

she catches this and and puts it 
back to start. If you catch an op-
posing ant you can move one 
of your own. For an ant on the 
green die you move one of your 
ants according to the brown die. 
When your ant, at the end of its 
move, ends on a spot with ants 
or bark, it goes on top. The bark 
can only carry two ants. When 
ants sit on top of the ant that 
you move you carry them along. 
For a leaf on the green die you 
move the bark piece and then 
move spiders or an ant. Ants 
that sit beneath the bark can-
not move. If you are first to have 
all ants at the finish, you win, 
you may leave steps unused to 
reach the finish. 
This is pure fun! And then there 
is also spatial thinking and an 
eye for distances - where need 
the ants on top move so that 
Spinderella will catch an ant, 
and if possible not one of your 
own? Components, game idea, 
and story - all is of the finest and 
was rewarded with Kinderspiel 
des Jahres 2015. þ

SPINDERELLA
CATCHING ANTS WITH MAGNETS

INFORMATION

Designer: Roberto Fraga
Artist: Doris Matthäus
Price: ca. 30 Euro
Publisher: Zoch Verlag 2015
www.zoch-verlag.com

PLAYERS:
2-4

AGE:
6+

TIME:
20+

EVALUATION
Dice, collect, magnetism,
Users: For children
Version: multi
Rules: de en fr it  es
In-game text: no

Comments: 
Simple rules * Wonderful 
3D components * Good 
mix of dexterity and 
planning

Compares to:
Games using magnetic 
collecting

Other editions:
Gigamic, Devir
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The classic game of Stratego, 
played with 23 cards for each 
player. From your face-down 
deck you draw eight cards at 
the start, lay five of them out for 
your front line and take three in 
hand for replenishing purposes. 
Red begins and then players al-
ternate their turns.
A turn starts with drawing up to 
three cards from the deck, if nec-
essary, and then continues with 

attacking the opposing front 
with a card from your own front 
and finally with filling gaps in 
your front line from your hand. 
For an attack you choose a card 
from your own front line, reveal 
it and touch, that is, “tap” a card 
in your opponent’s front line 
with your card. Your opponent 
now reveals this card and both 
cards are compared. The stron-
ger card wins the encounter 

and is put back face down into 
the front line, the weaker card is 
discarded. In case of cards with 
equal strength both cards are 
discarded. Spy, Scout, Flag and 
Bomb have special functions. 
The spy wins when attacking 
the Marshal, but always loses 
when it is attacked. Instead of 
an attack you can reveal a spy 
in your front line and look at 
the hand of your opponent. The 
Scout allows you to look at two 
cards in your opponent’s front 
line. A bomb removes the at-
tacked card. You can reveal your 
own flag in the front line, if you 
have it there, and then remove 
the complete line, shuffle all re-
maining cards and lay out a new 
front line. You win if you con-
quer the opposing flag or your 
opponent cannot attack. 
The card game offers a handy 
version of Stratego, easy to take 
along and playable everywhere; 
it has all the essential elements 
of the game, but allows you fast-
er changes in your strategy. þ

STRATEGO CARD GAME
ATTACK THE FLAG

INFORMATION

Designer: not named
Artist: not named
Price: ca. 10 Euro
Publisher: Jumbo 2015
www.jumbo.eu

PLAYERS:
2

AGE:
8+

TIME:
30+

EVALUATION
Strength comparison, hid-
den information
Users: With friends
Version: multi
Rules: de en fr nl
In-game text: no

Comments: 
New edition * Packed in 
a plastic box * Essential 
elements of Stratego have 
been nicely transferred

Compares to:
All variants of Stratego

Other editions:
Currently none

The Saga of Tempest continues, 
as do the power struggles in 
Tempest. Now some of the pow-
ers that be want to transform 
Tempest into a center of culture 
and achieve immortality for 
their family names by support-
ing protégés who excel in arts 
and science to acquire fame.
A round of the game comprises 
striving for fame, determine the 
winner, reward the participants 

of the round and finally reward 
those who passed. 
You turn up a fame card, it deter-
mines the rule for the round. For 
striving for fame action you play 
a character and can - once in the 
game - protect it with your pro-
tection cube or you pass. If you 
played a character you win the 
trick depending on influence 
values of characters and trump 
markers on the fame card and 

become the new starting player, 
furthermore you win the fame 
card and an achievement cube 
in the character’s color. Then all 
other players s who did play a 
character, take an achievement 
cube according to the character 
they played and one according 
to the character played by the 
next neighbor in clockwise or-
der. If you protected your char-
acter you take him for a protégé; 
then all others who passed take 
one of the unprotected char-
acters that were played, or an 
achievement cube. After 5 to 7 
such rounds you score victory 
points for fame cards, protégés 
and special abilities as well as 
special abilities and achieve-
ments; for each card in hand you 
must deduct 10 points.
A total of only 24 cards provide 
again, in this new edition, a fan-
tastic game with lots of in-game 
depth, challenging interaction 
and the permanent dilemma of 
deciding between passing and 
playing or protecting or not. þ

TEMPEST: PATRONIZE
PATRONAGE IN TEMPEST

INFORMATION

Designer: Hisashi Hayashi
Artist: Bolme, Fitzgerald & Team
Price: ca. 22 Euro
Publisher: Alderac Entertainment 14
www.alderac.com

PLAYERS:
3-5

AGE:
14+

TIME:
20+

EVALUATION
Trick-taking
Users: With friends
Version: en
Rules: de en fr jp
In-game text: yes

Comments: 
New edition, first edition 
Okazu Brand 2013 * Knowl-
edge of cards an advantage 
* Kartenkenntnis von 
Vorteil

Compares to:
Patronize, Okazu Brand, Love Letter 
for number of cards and game depth 
versus expenditure

Other editions:
Currently none
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PLAYED FOR YOUtTERRAIN / THE GAME

At the start each player is se-
cretly assigned one of five land-
scape types, he keeps the tile 
face-down. In your turn you 
draw a tile and place it face-up 
into the landscape. The new tile 
must at least border one other 
tile in the landscape. Once in the 
game you may take your secret 
tile and add it to the landscape 
instead of drawing a tile from 
the bag. This secret tile may also 

be used do cover a tile already 
in the landscape, but you may 
not use it to form a third level 
over another secret tile already 
placed. When the bag is empty 
and all secret tiles have been 
played you win with the largest 
connected are.
In the version Terrain: The Ad-
vanced Game you play several 
rounds. In each round you draw 
a fixed number of tiles and 

choose one of them for your 
secret tile of the round. Then 
you place your tiles in turn. The 
secret tile is placed last and im-
mediately determine your score 
and write it down after placing 
it. When the last secret tile is 
placed, all draw their tiles for the 
next round, the landscape stays 
for the next round and the start-
ing player is passed to the next 
player. When all players have 
been starting player once, the 
bag is empty and you win with 
the highest total score. 
Well, basically this is a very 
simple game, the basic version 
is dominated by the chance el-
ement of drawing tiles and the 
tactic to keep your type of land-
scape secret as long as you can. 
In the variant some more tactic 
is introduced, still based on the 
tiles you did draw. Can I con-
tinue with my landscape type 
from previous round? Will my 
opponent grasp instantly that I 
want to continue his landscape 
in this round? þ

TERRAIN
WHO CREATES THE BIGGEST REGION?

INFORMATION

Designer: Dave Cousins
Artist: Dave Cousins
Price: ca. 20 Euro
Publisher: North and South Games 14
www.northandsouthgames.com

PLAYERS:
2-4

AGE:
5+

TIME:
20+

EVALUATION
Tile placement for areas
Users: For families
Version: multi
Rules: de en
In-game text: no

Comments: 
Very simple basic rules * 
Only connected tiles count 
* Two levels of difficulty

Compares to:
All tile placement games 
creating connected regions

Other editions:
Currently none

The Game is simple - place as 
many cards as you can, accord-
ing to the rules and as a team. 
The game comprises number 
cards of values 2 to 99. Four 
row cards - two of value 1 for 
ascending rows and two of 
value 100 for descending rows 
are laid out, players are dealt 6, 
7 or 8 cards, depending on the 
number of players, and the rest 
is draw pile. In turn players place 

number cards into rows, always 
in ascending or descending or-
der according to the respective 
row card, any number of gaps of 
any size is allowed.
In your turn you must place at 
least two cards and my place 
all your cards from your hand, 
in any amount in any rows and 
in order of rows; then you re-fill 
your hand. You can also apply 
the “backwards” rule as often as 

you can and want: If you place a 
card that is exactly higher by 10 
than the card that was played 
last in a descending row or, re-
spectively, lower by 10 than the 
last card placed in an ascend-
ing row, you may, so to say, play 
backwards. 
Communication is also allowed, 
you may not, however, name 
concrete numbers, but you can 
say “please do not play into an 
ascending row“ or „if possible, 
use the backwards rule“ or simi-
lar things. When the draw pile is 
empty, you need only place one 
card per turn. When nobody can 
place a card anymore, the game 
ends; fewer than 10 remain-
ing cards are a fantastic result. 
Should you manage to place all 
cards, The Game has been de-
feated.
The Game is a challenging, 
thrilling, albeit abstract and yet 
fun game, working well for each 
number of players and every 
group; misunderstood commu-
nication can cause emotions, 
but does that really merit a skull 
on the cover? þ

THE GAME
… KEEP PLAYING WHILE YOU CAN!

INFORMATION

Designer: Steffen Benndorf
Artist: Sandra Freudenreich + Team
Price: ca. 7 Euro
Publisher: nsv Nürnberger Spielkarten 15
www.nsv.de

PLAYERS:
1-5

AGE:
8+

TIME:
20+

EVALUATION
Sorted card shedding
Users: For families
Version: de
Rules: de fr nl
In-game text: no

Comments: 
Abstract, now background 
story * Gloomy design * 
Very good family game * 
Works well with all num-
bers of players

Compares to:
All card shedding games with sorting 
requirements

Other editions:
White Goblin Games, Oya
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Pirates want to salvage the 
legendary treasure, but giant 
kraken Titus Tentakel is guard-
ing it. He sits on the island and 
his octopus arms are hidden. 
Each player puts his two ships 
on the starting spot and the 
rocks are put into place. The 
active player rolls the color die 
and moves one of his ships, fol-
lowing the arrow, to the next 
free spot of the color he rolled. 

Only one ship is allowed on any 
spot. If there is no free spot of 
this color, you move your ship 
to the treasure island. If you roll 
red, you must wake up Titus Ten-
takel: You rotate him to make 
sure that he reaches as many 
ships as possible - of course 
only those of your opponents, 
if possible - and press the head 
of the Kraken down. His octopus 
arms come out from beneath 

his body and can push ships off 
the track. Ships that have com-
pletely or partly fallen off the 
path are put back to the starting 
spot. Ships that only toppled or 
were moved on the path are put 
upright and back onto their po-
sition.  When a ship reaches the 
treasure island, his owner takes 
a coin and puts the ship back 
to the start again for a new trip. 
Whoever is first to collect three 
coins wins the game. 
A nice game, albeit not recog-
nizable as a Haba game at first 
glance, as it is not yellow , but 
unusually colorful and seem-
ingly teeming with irregular 
spots, but very pretty and full 
of flair, somewhat Caribbean. 
The mechanism of markers be-
ing pushed away or eaten is a 
standard one, the implementa-
tion in the story is felicitous and 
works very well and, as is usual 
in such games, children are 
happy when a ship is tumbling, 
regardless whose it is. Action is 
the most after all! þ

TITUS TENTAKEL
PIRATES VERSUS KRAKEN

INFORMATION

Designer: Leo Colovini
Artist: Paletti Grafik
Price: ca. 24 Euro
Publisher: Haba 2015
www.haba.de

PLAYERS:
2-4

AGE:
4+

TIME:
20+

EVALUATION
Dice, action
Users: For children
Version: multi
Rules: de en es fr it nl
In-game text: no

Comments: 
Pretty, unusual graphics * 
Action loved by children 
* Standard mechanisms 
nicely combined with the 
background story

Compares to:
All games where a game unit pushes 
away or swallows up playing pieces

Other editions:
Currently none

This card game comprises six 
sets of five cards each; in each 
set the cards are of the same 
color and show the same cake 
image. For a game you take one 
such set for each player, shuffle 
all cards together and thor-
oughly and deal all cards again 
to players, so that each player 
has five cards in hand. Cake 
plate and stamp are placed in 
the middle.

For a game turn, all players at 
the same time choose one of 
their cards from their hand and 
pass it on to their respective 
left neighbor. This needs to be 
done really simultaneously! This 
choosing of a card and pass-
ing it on is repeated until one 
player has managed to collect 
five cards of the same color. This 
player quickly places his hand 
on the cake plate. This stops play 

and all other players now place 
their hands, as quickly as the 
can, on top of the first hand, so 
that a stack of hands if formed. 
Whoever is last to place his hand 
on the stack, receives a stamp 
mark on his hand.
All cards are collected and well 
shuffled and dealt for a new 
round. Whoever collects his fifth 
stamp on his hand has lost the 
game and all those players who 
have the fewest stamps on their 
hands win together.
Well, it is nearly impossible to 
have more simple rules, and 
maybe you have two or more 
identical cards already at the 
start of round. Anyhow, it is not 
so important to be the one who 
ends the round, the important 
thing is to not be the slowest 
player whose hand is on top of 
the stack and is stamped. Tor-
tenschlacht is a cute, fast game 
for in-between, you only need 
to pay attention that all players 
really first choose a card and 
hand it on before picking up 
their new card.  þ

TORTENSCHLACHT
FIVE PIECES OF CHOCOLATE CAKE

INFORMATION

Designer: Haim Shafir
Artist: Markus Wagner
Price: ca. 8 Euro
Publisher: Amigo Spiele 2015
www.amigo-spiele.de

PLAYERS:
3-6

AGE:
5+

TIME:
15+

EVALUATION
Drafting, reaction
Users: For children
Version: de
Rules: de
In-game text: no

Comments: 
Very easy and simple rules 
* Plays quickly * Most 
important is not to be the 
slowest player

Compares to:
All card drafting collecting 
and reaction games

Other editions:
Currently none
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PLAYED FOR YOUtTUTTI FRUTTI / WHY FIRST?

The table is covered with halved 
fruits, which need to be com-
pleted. 48 discs are double-
sided and each side shows half 
of fruit, a different type on both 
sides. There are 16 different 
fruits, and there are 6 fruits of 
each type -   pineapple, apple, 
pear, strawberry, fig, pomegran-
ate, cherry, kiwi, coconut, Man-
go and orange where the ones 
that I could identify - but the 

types are not really important; 
drawings are colorful and eas-
ily distinguished, with different 
background colors. Your task 
is to collect as many complete 
fruits as possible.
Discs are spread out on the 
table; at the start you take any 
discs and check both sides. Then 
you search for a corresponding 
fruit piece as fast as you can. 
If you found one, you put the 

two corresponding halves on 
top of each other and continue 
to search now for the fruit that 
is showing on top or at the bot-
tom of the stack. You can turn 
over your stack or discs on the 
table anytime in order to find 
something suitable. When all 
discs have been taken or those 
left don’t fit anymore, the high-
est stack is checked. If there is no 
mistake in the stack, the owner 
wins the game; otherwise you 
check stacks in descending or-
der of size. Should there be a 
tie in correct stacks of the same 
height, you play again. 
This is a cheerful game, featur-
ing very nice drawings, a fun 
game even if you don’t really 
see why you should combine 
halved fruits again; never mind, 
it is great fun to play and to 
search for the fruity halves, as 
fast as you can and of course 
without making mistakes. 
Should there be only one mis-
take in your sack, you cannot 
win, so look hard and closely! A 
fun game, also for families! þ

TUTTI FRUTTI
HALF A KIWI + HALF A KIWI

INFORMATION

Designer: Theora Concept
Artist: Stéphane Escapa
Price: ca. 10 Euro
Publisher: Gigamic 2014
www.asmodee.de

PLAYERS:
2-6

AGE:
4+

TIME:
10+

EVALUATION
Spotting game
Users: For children
Version: multi
Rules: de + 17 languages
In-game text: no

Comments: 
Nice design * Elegant box 
* Also good family game * 
Good for holidays

Compares to:
Fast spotting games

Other editions:
Currently none

Another race game, markers are 
moved with cards and the win-
ner of the race is - no, not the 
one in first position, but the one 
in second position.
There are 32 race cards showing 
values between -4 and +5, and a 
race track with squares marked 
from -12 to +16. All race cards 
are shuffled and each player is 
dealt five cards. For a round of 
the race each player chooses 

one card secretly and, on a sig-
nal, places it face down in front 
of any player of his choice or 
for himself. There are no restric-
tions for this placement - it can 
happen that one player gets all 
cards or none, you just give your 
cards to whomever you want.
When all cards have been 
placed, all players reveal the 
cards they received and move 
markers forward for positive val-

ues and backwards for negative 
ones, in case of several cards you 
calculate the total and move ac-
cordingly. Should a marker have 
to move out of the track, it stays 
on the last case. The last card 
of a race is always played by its 
owner. Then the race is scored: 
All markers in identical second 
position in the race score the 
points indicated on their loca-
tion. For a new race you shuffle 
all the cards and deal five to ev-
ery player. After five such races 
you win, if you achieved the 
second-best result. 
In a more tactical variant you 
play each card yourself and 
choose - in order of the small 
white numbers on cards - a 
marker that you want to move 
according to the card value.
Play cards to move a marker - 
surprisingly you can take some-
thing almost too familiar and 
turn it into something thrilling. 
A few small changes and here it 
is - a sophisticated, fun and well-
working race game with a neat 
riling effect. þ

WHY FIRST?
SECOND PLACE WINS!

INFORMATION

Designer: Simon Havard
Artist: E. Karagöz, H. Schneider
Price: ca. 10 Euro
Publisher: Pegasus Spiele 2015
www.pegasus.de

PLAYERS:
2-6

AGE:
7+

TIME:
25+

EVALUATION
Race game
Users: For families
Version: multi
Rules: de en
In-game text: no

Comments: 
New edition, first edition 
Runadrake 2012 * Standard 
mechanisms, nicely varied 
* Nice components * Cute 
illustrations * Concise rules

Compares to:
Race games where markers are 
moved with cards

Other editions:
Announced from 999 Games, Alderac, 
Lucrum and Ediciones MasQueQca
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Color codes for target groups (Headline Color)

For children + learn
For families

With friends
For experts

Color codes for features (Bar in Evalution box)
Chance
Tactic

Strategy
Creativity

Knowledge
Memory

Communication
Interaction

Dexterity
Action

Educational Quiz game for 1 or more players, ages 3+

A classic children’s game. A game unit has two contact elements for 
use with a sheet of pictures that represent parts of the solution in 
relation to the topic of the sheet. Each side of the six sheets repre-
sents another topic. According to the topic you touch the contact 
spots of two pictures; if the selection was correct, a lamp lights up 
on the unit. Topics: Was gehört zusammen? -  Wo ist das gleiche im 
großen Bild? - Was entsteht woraus? - Woraus wird‘s gemacht? - Wo 
haben sich die Tiere versteckt? - Wo ist die richtige Tiermama? - Was 
gehört zusammen? - Was fressen die Tiere? Was entsteht daraus? 
- Welcher Teil gehört zum Ganzen? - Welcher Schatten passt? - 
Welche Farbe passt? Version: multi * Rules: de fr it * In-game text: no

BAUERNHOF ELECTRIC

 
Publisher: Noris Spiele 2015

Resources management / development game for 3-4 players, ages 10+

The 19 land hexes on the island of Catan must be settled. 
Resources, landscapes, settlements and roads need to be 
constructed, developed and kept up. Resources are wool, 
bricks, wood, ore and grain. They can be traded and used for 
construction. To win you need to collect 10 victory points from 
settlements, cities, development cards or Longest Road and 
Largest Army. The modern classic game appears in this edition 
with changed title and new graphic design including wooden 
components. 
Version: en * Rules: de en es fr it jp and others * In-game text: yes

CATAN

Designer: Klaus Teuber
Publisher: Mayfair Games

Travel quiz game for 2-4 players, ages 7+

You hold four travel cards, question cards are stacked face-up. 
The Mouse begins in Berlin and in turn you move the mouse 
by playing a travel card for an adjacent region, onto your own 
discard pile; you can play several cards in a turn. When a travel 
card shows a question mark, the top question is posed for a quiz 
round. All guess at the correct answer by laying out travel cards 
in the answer color. Whoever guessed correctly, puts the card on 
his discard pile. All others take them back and all fill their hand 
to four cards. When the last travel card is drawn, you win with 
most of them.  
Version: de * Rules: de * In-game text: yes

DIE MAUS REISE DURCH DEUTSCHLAND

Designer: Reiner Knizia
Publisher: Schmidt Spiele

Supplement Cycle for Game of Thrones for 2-4 players, ages 13+

A Game of Thrones tells the epic story of Westeros, a rough 
country with a dark legacy. You head one of six noble houses 
in Westeros: Baratheon, Lannister, Stark, Targaryen, Greyjoy or 
Martell and start with 7 cards. A round comprises plot, draw, 
meeting, challenges, dominance, status and taxes. You win 
with 15 power points. Wächter/ Warden is the 12th cycle of six 
chapter packs - Geheimnisse und Pläne / Secrets and Schemes, 
Ein tödliches Spiel / A Deadly Game; Die Männer des Tals / The 
Valeman; Zeit der Wölfe / A Time for Wolves; Haus der Krallen / 
House of Talons; Das Blau ruft / The Blue is calling 
Version: de * Rules: de en * in-game text: yes

GAME OF THRONES WÄCHTER-ZYKLUS

Designers: Eric M. Lang, Christian T. Petersen, Nate 
French

Publisher: Heidelberger Spieleverlag

Dexterity game for 1 or more players, ages 6+

Jenga, new and yet familiar. As usual you place three blocks 
onto the base and then add level by level, always rotated by 90 
degrees. Then you press the “on” switch and the tower begins to 
wobble. In turn you pull out a block from any level and put it top 
of the tower, using one hand only. Then you wait five seconds: 
The tower does not fall - the turn passes. An earthquake hap-
pens and the tower topples - you have lost and must set up the 
tower again; you win if you were the last one to place a block 
successfully. If you play alone you try to make the tower as high 
as you can before it topples.
Version: de * Rules: de * In-game text: no

JENGA BEBT!

 
Publisher: Hasbro

Placement and logic game for 1-2 players, ages 6+

The game features 15 cog wheels in red and blue and one gold-
en Top Wheel. Aim of the game is to form a row of cog wheels in 
a way that the golden wheel turns if you turn your own starting 
wheel. The golden wheel sits at the top of the triangle, the two 
starting wheels in the other two corners. In your turn you either 
place a wheel on the board or relocate one of your wheels. You 
can place wheels anywhere on the board and after each turn 
you must turn your starting wheel.
Version: multi * Rules: de en fr gr it nl * In-game text: no

MECANIX

Designer: Mark T. Wood
Publisher: Dr. Wood Challenge Centre

Spotting and reaction game for 2-4 players, ages 4+

Based on the Mix-Max placement games all players search for 
robbers in the forest. Head, body and feet cards are shuffled 
separately, stacked face-down and the first card of each stack 
is turned over for the first robber. Then you shuffle all character 
cards and display them. The active player rolls the die and puts 
a card from the corresponding stack on the robber to form a 
new one. All now search for this robber. Who is first to put his 
hand on the correct character card, gets the card. When a stack 
is empty or all character cards are taken, you win with most char-
acter cards. In a variant you may take character cards from other 
players. Version: multi * Rules: de en es fr it nl * In-game text: no

MIX-MAX -RÄUBER

Designer: Jörg Domberger
Publisher: Haba

Card placement game for 2-4 players, ages 5+

Mach mit beim Eiskristall-Wettstreit - Crystal cards are 
shuffled and stacked. Each player takes a character card and one 
card from the stack is laid out for a start card. Then in turn you 
draw a card and try to add it to the display to complete a crystal 
of your character color. Edges of touching cards must form a 
complete crystal, even if it is one for your opponent, who must, 
in this case, say thank you! IF you cannot place a card, is goes out 
of play. When no one can play, each crystal is worth one point, 
if a card within a crystal shows the Ice Palace, it is worth another 
point. Complete with free app including a variant.
Version: de * Rules: de and others * In-game text: no

SHUFFLE DISNEY DIE EISKÖNIGIN

 
Publisher: ASS Altenburger

Trick-taking card game for 2-4 players, ages 10+

You have 10 cards in hand. You play a fiefdom, the others follow 
suit in color, if possible; the highest card wins the trick, which 
you place, separated by color, on fiefdom areas, you choose 
the top card; you also receive the farmers depicted on the card 
that won the trick and place them in areas without farmer. For 
areas of value 1,2 and 0 there are special rules. When all tricks 
are played you sum the top card values from areas with farmers. 
Not enough farmers in areas with cards result in penalty points, 
farmers in areas without cards in bonus points.
Version: de * Rules: de en fr nl * In-game text: no

UGO

Designers: Ronald Hoekstra, Thomas Jansen, Patrick Zuidhof
Publisher: Kosmos
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Icon explanation

Solo Play Two Players Large Groups Recommended Minimum Age

GABIS explanation on page 5
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